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PLUS: AN INTERVIEW WITH 
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You can’t just run away from your problems 
any more. From now on, you’ll have 
to think on your feet. 



'i© 


Jumping, ducking and dodging 
have always been a critical 
part of any button- 
bashing Mario 

adventure. But with the new Super V 
Mario RPG you'll also be pushing every brain cell 
you've got. • That's right. You and the world's most 
heroic plumber will have to battle 
through all the twists, turns and 
thumb-numbing action of a clas- 


in return. Without you. Mallow 
will never find his true family. 
Geno will never become a real 
boy. And Booster will never 
find a bride. • You'll also 





/ 



bump into all kinds of new bad- 
dies, plus classic goons from every 
Mario game in history. Only now, 
they're rendered in ACM with a 3-D, 


■ 


three-quarter overhead view. • So get ready 


You’d never want to 
be on the bad side of 
your new pal Mallow. 
His thunderbolt 
Special Attack brings 
a blast of lightning 
down on any enemies 
in sight. 


the mental challenge 
as the story unfolds in 
this fully-rendered role-playing game! • It's 
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action and brain-bending 

Square Soft adventure. 

Remember, running and 

1 i • \ 
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You want a new kind 


the best of both worlds. One minute you're of Mario action? Try jumping is a great start. 

the Yoshi races. But 


neck and neck at the Yoshi Races. The next 


here’s a tip. If you 
don't Mt the buttons But this time aroun( J 
to the beat, you’ll get 
beat. 


more action or more 
RPG, the fact is you’ll 
have to use every 
trick in both books to 
beat these bad guys. 


you're gambling the night away at the 


you'll also 



Grate Guy's Casino. And, in between, you 'll 


need plenty of 


have to test your brains on mind- 


brains to finish. 


mushing riddles and new action- 


Finding Frogfucious 
is a wise move if you 
want to know more 
about your future 
quest. 


you'll find plenty of 


new friends who 


they'll need your help 
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[Want to Playp) 



intense 1 to 4 player action 


bD-3D rotating chambers. 
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Created by TOKA. CopyngW 19%T0KA. PlayStation and i 



Four kick ass vehicles scream over three 
savage tracks. Wipe-out weather conditions 
rock your world. Choice of automatic or manual 
transmission puts you in control-while ample 
opportunities to slam or be slammed hurl you 
out of it. From there on in, your performance is 
not a pretty picture. Especially when you consider 
all the visible damage left behind. Toss blazing 
arcade quality action and 4 distinct camera 
angles into the mix for the ultimate roadkill recipe. 
And unlike those other games where you may 
never kn$w what hit you, Burning Road's entire 
replay mode plays the whole race start to 
finish— not jutet lap highlights. 


strap on a helmet. 
Road, you're an accident 
long. 


v/nvm 


^Exclusively for PlayStation game console 
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I was planning a rant about the Nintendo 64 this month, but we've done that so 
abundantly elsewhere in the issue that I'm at a loss. Suffice it to say. we love our new ^9 
cartridge buddy and hope with all of our wee little gamer minds that more games as 
innovative as Super Mario 64 and Pilotwings 64 are close behind. 

So instead. I'll take this opportunity to welcome some new additions to team GameFan. 
These are individuals willing to cast normal life aside and instead, eat. sleep, and drink video 
games. Gary Harrod comes to us from London. England where he's been burning the 
midnight oil growing MAXIMUM into a leading European Pub (no pun intended). Gary has a 
unique style which, when blended with GameFan's ink-it-till-it-drips format, looks fantastic. 
Gary managed to survive the GameFan Alpha initiation by dealing cheap blows with Sodom 
while spouting English humor. 

Mike Griffin (alias Jacques Strap) has been chosen to head up GF Sports which will see con- 
tinued growth in the months to come and September also marks the return of Craig Keller's 
"Evil Lights." previously GF's leading free-lancer. Two additional new Eds will arrive in the 
following weeks to join MegaFan, our new pint-sized strategy/arcade mag. 

Speaking of new books. Frank Martinez |r. and Gerald Abraham have found a home at the 
newly-assembled GameFan Book Division, headed up by our own Jody Seltzer. Our Book 
Division is in full swing, producing some of the highest quality strategy guides in the industry. 
Don't forget to check us out on the web as well. We've got some great stuff in development 
which should be up shortly after this issue. Bolischoy Tavieda! ~ 
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COORS FIELD.® 


THE WIND IS BLOWING 
OUT TO LEFT, 

AND YOUR BUDDY'S 


Grapefruit. Just hanging there for you to swat like a big 
round pihata. You might not get this chance again. After 
all, it's Coors Field ? where the air is your friend. And who 
knows, your next game will probably be at Tiger Stadium? 
where the outfield is so deep you have to change 



World Series Baseball’" II 


has all 28 Major League' 


ballparks, replicated in 


3-D detail so accurate 


you can practically see 

the peanut shells in general admission. Not to mention all 


the teams, players, rosters, stats, rating s - heck, even 
as they're 


off the -l\tt 

camera angles, CD stereo sound. You know, icing on the 
cake stuff that makes World Series Baseball’" II so real, 


you expect to see commercials between innings. But you 
won't. Thank goodness. 


For more info, visit 


'www.sega.com 


vserve at 


GO SEGA. 


Sega is registeted in me U S Patent and Trademark Office. Sega Genesis. Sega Saturn and Sega Sports ate trademarks cl SEGA The World Series is a trademark owned by Major League Ba 
trademarks and copyrights are used with permission ot Major league Baseball Properties, Inc MLBPA logo ©MIBPA MSA Officially licensed by the Major League Baseball Players fcsocii 
Be sure to visit MLB5 Official Web Site. MLB@8AT wwwmajorleaguebaseball com 


U.S.. 1-900-200-SEGA $.85/min (recorded), 
SI 05 /min (live). Must be 18 o 
permission TOD Phone regu 
America Canada 1-900-451-5252 
(recorded/live) 




SI996 SEGA, P.0 Bo* 8097 Redwood City. CA 94063 All rights reserved 
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READERS’ TOP T EN 

1 . Resident Evil - PS 

2. Street Fighter Alpha - PS 

3. Super Mario RPG - SNES 

4. Virtua Fighter 2 - Saturn 

5. Chrono Trigger - SNES 

6. Panzer Zwei - Saturn 

7. Killer Instinct 2 - Arcade 

8. DK Country 2 -SNES 

9. Guardian Heroes - Saturn 

10. Tekken 2 - Arcade 



READER # MOST WANTED 

1. Marion - Nintendo 64 

2. Final Fantasy VII - PS 

3. KT 1 - Nintendo 64 

4. Tekken 2 -PS 

5. SF Alpha 2 -PS/Saturn 

6. Zelda 64 - Nintendo 64 

7. Virtua Fighter 3 - Arcade 

8. Nights - Saturn 

9. Pilotwings 64 ■ Nintendo 64 

10. Crash Bandicoot- PS 





1 • Super Marirf 4 - Nintendo 64 
«f| 2. Crash Bandicoot - PS 
Cj 3. NiGHTS - Saturn 

4. Pilotwings 64 - Nintendo 64 
L2- 5. Robotron X - PS 

1 . Super Marirf 4 - Nintendo 64 

2. NiGHTS - Saturn 
I 3. Warsong - Genesis 
| 4. SF Alpha 2 - Saturn/PS 
| 5. Resident Evil - PS 

, 1 . Super Mario* 4 - Nintendo 64 
| 2. Tekken 2 - PS 
| 3. NiGHTS- Saturn 
4. SF Alpha 2 - Saturn/PS 
Js 5. Resident Evil - PS 



6. SF Alpha 2 - Saturn/PS 

7. Sonic Fighters - Arcade 

8. Hermie Hopperhead- PS 

9. Legend of Oasis - Saturn 

10. Wipeout XL * PS 


6. Pilotwings 64 - Nintendo 64 

7. Legend of Oasis - Saturn 

8. Gensou Suikoden - PS 

9. Tomb Raider- PS 

10. Policenauts - PS 


1. Super Marirf 4 - Nintendo 64 

2. NiGHTS- Saturn 

3. Legend of Oasis - Saturn 

4. Torico - Saturn 

5. Tekken 2 -PS 


! 6. Resident Evil - PS 
7. Gensou Suikoden - PS 
8. Policenauts - PS 
9. Treasure Hunter G • SFC 
10. Emerald Dragon - PC Engine 


W" ^ 7. Tobal No. 1 - PS 

2. NiGHTS- Saturn 

mttd 8- Tomb Raider- PS 

3. Pilotwings f 4 - Nintendo 64 

9. Dark Savior - Saturn 

ID Rnatrhpr- Spna Pn 

4. Sonic CD- Mega CD 

5. Victory Goal '96 - Saturn 


6. Tekken 2 - PS 
| 7. DecAthlete - Saturn 
I 8. Lunar -Saturn 
I 9. Dark Savior • Saturn 
10. Last Bronx - Arcade 


1. Twilight Syndrome - PS 

2. Tokimeki Memorial - PS 

3. Super Marirf 4 - Nintendo 64 

4. PilotwingS u • Nintendo 64 

5. Dezaemon Plus • PS 


1 6. Tekken 2 -PS 
7. Dragon Ball Z Legends - PS 
8. Puzzle Bobble 2 - PS 
9. Street Fighter Alpha 2 - Arcade 
10. Gensou Suikoden - PS 


WIN TK GAME SYSTEM IF YIN MICE! BUB THAT! 

All you have to do to enter the drawing is write down a list of your top 10 favorite games and the 10 games you want the most that aren’t out yet. I 
on a piece of paper or a postcard then send them to: GAMEFAN TOP TEN, 5137 Clareton Dr., Suite 210 Agoura Hills, CA 91301 

First Prize: Second Prize: Third Prize: 

Your choice ol a 32X. Your choice ol one ol the Picks A FREE year of GameFao! 

VIRTUAL BOY. or NOMAD. ol the Month in Viewpoint. The best magazine in the universe! 

, Drawing is limited to One (1 ) entry per person per month. Drawings will be held on the 21 st of each month. The three (3) winners will be notified I 
I by mail and listed on this page. For a complete list of rules and regulations write: GameFan Top Ten with self addressed & stamped envelope. 


j to last month’s winners: 

I First Prize: 

I Kitt Shaw, Florence, VT 
I Second Prize: 

I Edward Tumino, Shelter Island, NY | 
I Third Prize: 

1 David Messina, Golden Valley, A2 







< vsmm 

. ©©ROJi SX^SJ©© I 

Coming soon on Song PlagStation. Also available oo (TlS-ODS/lUindouJS a 8S CD-RDIII. 

Chech out the demo at http://muiiii.activisiDn.com or http : // imimuncafee.com/mforhome /. See store for special display. 

Activision is a registered trademark of Activision. Inc. Adeline Software International and Time Commando are trademarks of Adeline Software International. ©1996 Adeline Software International. All rights 
reserved. Published and distributed by Activision. Inc. All other trademarks and trade names are the property of their respective holders. 
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0RR60N BULL 1 LEGENDS PLAYSTATION IMPORT SP MODf, X-TRA OPTIONS 

Normally, to access SP Mode In Dragon Ball Z 
Legends, yoo must first beat the game in Z Campaign 
Mode. There is however, another way. Simply 
press and hold X, Y, Z, and START at the TITLE 
SCREEN. In SP BATTLE MODE, yoo can fight over 30 
characters, incloding new foes not seen in the Z 
Campaign Mode. There's also an extra option meno. 
Just press the "A” button during the OPTION menu to 
listen to the Voices, BGM, and PCMI 
Beat Z Campaign mode with over 
500 points for the real ending. 
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TEKKEN 2 PLAYSTATION IMPORT HYPER JUGGLE CODE 


When selecting yoor 
character, press and 
hold SELECT and UP 
until the match starts. 

You will hear a 
“smash” if done cor- 
rectly. Use the Plyr. 2 
controller port to input 
the code for Plyr. 1. 


IN THE HUNT PLAYSTATION 

Stage Select 

During the TITLE SCREEN, Press and hold 
UP/LEFT and SELECT. Then, while holding, 
press the CIRCLE button. The STAGE SELECT 
command shoold appear above the logo. 


SUPER MURID RPG SOPER NES 


First, buy the fireworks in Moleville. 
Next, locate the little girl who will 
exchange them for the Shiny Stone. 
Use the stone in Monstro Town at 
the door that won’t open. Proceed 
in, and you will fight Culex from the 
Japanese Final Fantasy 2, complete 
with the original Square tunesl 

Beau Cerdan 
Bremerton, WA 


Pause while playing the game. Press and 
hold TRIANGLE and R2, then press START 
again. Now if you pause during the game and 
use TRIANGLE and L2, your speed will go 
down. 


Send in your codes... good, bad, or 
ugly. We’ll look 'em over and choose 
one grand prize winner each month. 
Codes cannot come Irom a previous- 
ly published US magazine. Winners 
will be drawn each month and dis- 
played here in Hocus Pocus, the only 
place where cheaters prosper. 
(Correnl subscribers who win a sub. 
will receive a one-year extension.) 


Infinite Continues 

When your Continues reach zero, press and 
hold TRIANGLE and SELECT, and hit START. 


To this month's winners: 

First Prize: 

Ramon E. Cheieuitte, MD, Wochester, MO 

Second Prize: 

Travis Dagenheardt, Statesville, NC 

Third Prize: 

Anthony Negrette, Menomonee Falls. Wl 


Hidden Ditticultv Level 

At the TITLE SCREEN, press UP, UP, DOWN, 
B, A, Y, DOWN, DOWN, B. A. Then go to 
the OPTIONS and select RULES/DIFFICULTY. 
There should he a new setting “S” next to 
“LEVEL”. 

Gibson Yen 
Silver Spring, MD 


At the developer's logo, input : LI. R2, R1, 
L2, UP, DOWN. UP. DOWN. A Movie Test 
Mode should appear. If you press SELECT 
during the movie you'll enter the SOUND 
TEST mode. 


Hocus Pocus 

5137 Clareton Dr., Suite 210 
Agoura Hills, CA 91301 



—SUPER MU RIO RPC SUPfR MB NIMfMNMWB 
When you first arrive to Belome's Temple save your game at 
the Save Box. Next, get the Star and kill as many monsters 
as you can. Fall through the hole and pay tor another Star 
from the Shy guy behind the crates. Now kill as many mon- 
sters as you can again. Then proceed to Belome and pur- 
posely die. The next time you continue from the Save Box, 
you’ll start with all the experience points previously earnedl 
Repeat this process as much as you like, but it you save 
alter this process, you can't do it againl 

MARK 

azali@earthlink.net 

FIFO 96 SONY PLAYSTATION OYtUMK DUO AND SUR TUfK 

Once you start your game, pause, then go to the 
OPTIONS menu and enter the following code: 

Batman and Robin - SQUARE. TRIANGLE. X, SQUARE, 
TRIANGLE, TRIANGLE, TRIANGLE, SQUARE 
Data and Spock - SQUARE. TRIANGLE. X, SQUARE, TRI- 
ANGLE, TRIANGLE, X, X. 

Once the code has been entered, you'll hear a “click.” 

You must now exit your game and go back to the 
OPTIONS menu in the MAIN SCREEN. There you will 
find your choices at the bottom. 

Ramon E. Cheleuitte, MD 
Wochester, MA 

—STREET FIGHTER ULPHU SEGA Saturn mmum 

When selecting your character, press and hold L SHIFT, 
RIGHT SHIFT and B. Continue holding until the match starts. 

Todd Khatinha 

ULTIMHTE MR ? SEGA SATURN KOOL KREDITS 

In UMK3 for the Saturn there's a way to get 65,535 kred- 
its. In a one player game, after you have used up all 
your kredits and right before you lose a match, if you hit 
start on the second controller, the select game type 
screen will come up and show that you have 65535 kred- 
its instead at zero. You have to hit start on the second 
controller before the game is actually over lor this to 
work. 

gprobst@mail.vt.edu 

GUttROlUN-UEROES SEGA SATURN 99 CONTINUES 
Start the game and go to DIP SWITCH on the OPTIONS 
screen. Select EASY, and start a new game on story 
mode. Reset the game by using the controller (A, B, C, 
and START). Now go back to DIP SWITCH and select NOR- 
MAL or HARD, load the game started, and you’ll be play- 
ing the game on that level with 99 continues! 




NICE PUNCH 

Unfortunately, he has an iron jaw 
(and a rocket launcher). 


Welcome to 



Travis Dagenheardt 
Statesville, NC 


fiHME MUM COim- SONY PLAYSTATION 

AGILE WARRIOR 

Infinite Armor 800D43DC 0064 

Infinite Fuel 800D43D8 FFFF 

Infinite Sidewinders 80060F2E 0020 

Infinite Rockets 800E0F28 0020 

Infinite Mavericks 80060F2A 0020 

Infinite Napalm 80060F2C 0020 

Infinite Bunker Busters 80060F2E 0020 

Infinite Cluster Bombs 80060F30 0020 

Infinite Fuel Air Explosives 80060F32 0020 

Infinite B61 SRAM 80060F34 0020 

Infinite AMRAAM 80060F36 0020 

Speed is Always ??? 800D4398 

Insert numbers in tbe blanks for different 
speeds. I recommend you keep the first 
two ‘ 0’’ or else you'll die quickly. 


BUST-A-MOVE 2 

Infinite Continues 800F3C2C 0008 

80143BAE ODCO 
80143BC8 0008 

Time is Always 00.00.58 80141FE6 0022 

8014209C 0022 
80144044 0022 
801 441 F4 0473 
80146486 0071 
801472B4 0071 
801475F0 0071 
80148254 0071 
8014A4E8 0071 


Turn On Level Map 800A860C 0001 

God Mode 800A868C 0002 

X-Ray Vision 800A868C 0080 

X-Ray Vision and God Mode 800A868C 0082 

DARKSTALKFRS 

Player 1 1nfinite Health 800BDB00 0090 

800CD1A0 0090 
800CD1A2 0090 

Player 1 Infinite Special Meter 800CD36C 004C 

800CD36E 004C 

Player 2 Infinite Health 800BDB04 0090 

800CD514 0090 
800CD516 0090 

Player 2 Infinite Special Meter 800CD6E0 004E 

800CD6E2 004E 

Infinite Time 800CD85A 0062 

JUMPING FLASH 2 (JAPANESE IMPORT! 

Infinite Time 80103BA8 8C2C 

Infinite Lives 80106BD8 0003 

JOHNNY BAZOOKATONE 

Infinite Lives 800B5A94 0009 

Infinite Energy 800B5A98 0003 

LOADED 

MASTER CODE D002A9A8 000D 

Player 1 Infinite Health 800CACAC 4000 

Player 1 Infinite Lives 800CDF42 001 E 

Player 1 Infinite Ammo 800CDF3E 03E8 

Player 1 Infinite Smart Bombs 800CDF40 0003 

Player 1 Max Power-Up 800CDF3C 7FFF 

Player 2 Infinite Health D004B138 0002 

800CAD2C 4000 

Player 2 Infinite Lives D004B138 0002 

800CDFCA 001 E 

Player 2 Infinite Ammo D004B138 0002 

800CDFC6 03E8 

Player 2 Infinite Smart Bombs D004B138 0002 

800CDFC8 0003 

Player 2 Max Power-U D004B138 0002 

800CDFC4 7FFF 

Have All Keys 80107AC4 OOOF 

Start on Level ??? 8004B134 _ 



Note: For the first code, switch off when playing 
in time attack mode. 

0001=Level 1 
0002=Level 2 


Note 2: The second code works in all modes. 

DOOM 

0003=Level 3 
0004=Level 4 
0005=Level 5 


Invincible 

800A85FC 0001 
800A85F4 00C7 
800A85F0 0064 

0006=Level 6 
0007=Level 7 
0008=Level 8 


Mega Rapid Fire 

800A86C0 0001 

0009=Level 9 


Unlimited Bullets 

800A8664 0064 

000A=Level 10 


Unlimited Shotgun Shells 

800A8668 0064 

000B=Level 11 


Unlimited Rockets 

800A8670 0064 

000C=Level 12 


Unlimited Plasma 

Have Shotgun 

800A866C 0064 
800A8648 0001 

etc. 


Have Double-Barrel Shotgun 

800A864C 0001 

MORTAL KOMBAT 3 


Have Chaingun 

800A8650 0001 

Player 1 Infinite Energy 

801CBC38 00A6 

Have Rocket Launcher 

800A8E54 0001 

Player 1 ‘'Fake” Infinite Energy 

801CCFB0 00A6 

Have Plasma Rifle 

800A8658 0001 

Player 1 Unlimited Run 

801EEC2C C350 

Have BFG9000 

800A865C 0001 

Player 2 Infinite Energy 

Player 2 “Fake" Infinite energy 

801CBC90 00A6 

Have Chainsaw 

800A8660 0001 

801CD018 00A6 

Have Red Key 

800A8614 0001 

Player 2 Unlimited Run 

801EEC2C C350 

Have Blue Key 

800A8E18 0001 

Infinite Time 

801EECEC 0009 

Have Yellow Key 

800A861C 0001 

Some Objects Move Off Screen During Fight 

Night Vision On 

800A8610 0001 


801EEC62 000A 


14 




801EEC64 OOOA 
801EEC66 OOOA 

Note: A very interesting effect has been found. Enter the 
codes 801 CBC38 00A6 and 801CBC90 00A6, and keep the 
Game Shark off. After you perform a Mercy on your oppo- 
nent, turn on the Game Shark and the life bars will fill up. 
Turn off the Game Shark and play normally. So essentially, 
when you perform a Mercy, instead of giving him back a 
little energy, you give him hack all of it, thus creating a 
fourth round. I call this the "Extra Mercy” effect. 



Infinite Coins 800DB976 0700 

Infinite Super Shield 800DB988 01 1 E 

Infinite Continues 800DC7CC 0003 



TEKKEN 2 (JAPANESE IMPORT 
Player 1 Infinite Health 
Player 1 No Health 
Player 2 Infinite Health 
Player 2 No Health 
Select All Extra Players 


Infinite Time 

Anthony Negrette 
Menomonee Falls, Wl 


800CF6B6 006E 
800CF6B6 0000 
800D08EB 006E 
800D08EB 0000 
800A2A10 FFFF 
800A2A12 FFFF 
800A2A14 FFFF 
800A2A16 FFFF 
800A2A18 FFFF 
800A2A1A FFFF 
800D18E8 094B 


MMiijrMMttMS TO WIT JUOUT1TT 
TUP!!' 110 'JUT TO JUT UlUiii’jJlUJ 

yjwmtts 1 ! urn Tmmm 
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dangerously concealed 

iri shrouds of darkness, 

evil awaits you 


... and you're all al.OflC 
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GF: Including Rings of Power, Crash 
Bandicoot is Naughty Dog’s third 
• • game right? 

ND: Crash Bandicoot will be Naughty 
Dog’s sixth published title. The other 
five in chronological order are: 

•Ski Crazed (Apple) Pub. by Baudville 
•Dream Zone (Apple) GS, Amiga, Atari ST, PC: 
Pub. by Baudville 

•Keef the Thief (Apple) GS, Amiga, PC: 

Pub by Electronic Arts 
•Rings of Power (Genesis) 

Pub. by Electronic Arts 
•Way of the Warrior (3 DO) 

Pub. by Universal Interactive Studios 
GF: Your last game, WOTW, did good things on 
the 3D0 under extreme conditions. Didn’t you 
program that in your garage or something? 
ND: If we only had a garage! WOTW was devel- 
oped on $30,000 out of our pocket in our 
den. The “blue” screen that we used (the only 
canvas we could find was actually cream 
screen) was nailed directly into the walls. To 
get the right camera angle we had to open the 
front door of our apartment and film from 
the hall. The neighbors saw all these martial 
artists, hicks and weirdos hopping around in 
our den. I can’t believe we didn’t get evicted. 

The highest paid “actor" got $100. Most 
did it for free. The voices were recorded 
through the Apple Macintosh microphone 
jack. All of the costumes came from a single 
store in Boston’s Chinatown. We would walk in 
and throw stuff together. We never knew what 
the character was going to look like until we 
had his/her uniform up at the register. 

In fact, Gulab Jamun’s entire costume is 
made of a pillow case (the diaper looking 
thing), a sheet (turban) and a “gem” from the 
Jasmine of Disney’s Jasmine dress up kit! 

It goes on and on... there was no ventila- 
tion through the windows because the canvas 
screen covered it. Yet we were using two 1000 
watt lights. We had a thermometer in the 
apartment that hit 105 degrees during Nikki 
Chan’s filming! 

GF: Now all of the sudden you come out of 
the gate burning on the P5. Was there a cal- 
culated plan behind this or are you just that 
good on this new hardware? 

ND: The 


difference between WOTW and Crash is due to 
a lot of things. 

WOTW was created by two people. Crash’s 
art and programming were done by &. We had 
2 Macs for WOTW, now we have 7 SGIs, 5 
Mac’s and 3 PCs. WOTW took 13 months, 
Crash will be 2 years from start to release. 

But beyond reasons of scale, there is cer- 
tainly a different attitude that we went into 
Crash with. We were trying to create a world 
class contender... we take everything in 
Crash very seriously. If something is not as 
good as we think it can be, we do it again. 
Dedication to detail is very important. I think 
that Crash has the detail. 

GF: What is it exactly that you are doing to 
make Crash look better than not only any- 
thing on the PS or Saturn, but the N64 as 
well? 

ND: First of all, thank you. The statement 
that Crash looks better than anything out 
there is about the greatest praise that can be 
lavished on an art team. 

Bob, Charlotte, Taylor and I worked very 
hard to make sure that nothing stuck out... 
and I think it is the subtleties more than the 
obvious that give Crash its look. Every object 
has subtle coloring and light, and they all 
cast shadows. There are never any plains of 
color for your eye to get lost in. Instead of 
wide plains of green noise for grass, we always 
try to break things up with colored patches 
and shadow. We add rust to metal and chips 
to rock. Trees and plants are sometimes 
brown, or even dead. 

We try and avoid obvious angles. Instead 
of a flat wall, we try to break things up. And 
because we know exactly which direction the 
player is going, we have the ability to use 
shape, light, and shadow to direct the eye... 
instead of randomly placing objects. 

And the world interacts with Crash as well. 
When Crash walks into a shadow, he gets 
darker. When Crash jumps into a green slime 
pit, he gets underlined with green. None of 
this is revolutionary to a brush artist, but it 
is often overlooked in games. 

Of course all of the art training in the 
world is moot if your programmers aren’t sup- 
porting your needs. Ours have been. We oper- 
ate at a higher resolution than most 
games, and we draw higher bit-depth 



most games do. And we get a ton of poly- 
gons, which is essential for realistic organic 
objects like plants. We just weren’t satisfied 
with 2D pop-up flat trees. The more you can 
put in the game while maintaining the frame 
you desire, the better you will look. Good code 
gets you this speed. 

GF: How big a role has Universal played in your 
recent success? 

ND: Big. Universal has not only give us the 
financial support and creative atmosphere we 
needed to create Crash, but they have give us 
the aid of Mark Cerny and David Siller. 

Mark created Marble Madness and Sonic 
2. What more need be said? He has a great 
ability to stand back and take in the big pic- 
ture. Naughty Dog, obviously, has gotten 
pretty attached to the project. Mark is good 
at giving us a more realistic perspective. He 
is also a maniacal game balancer. 

GF: Who conceived Crash Bandicoot? 

ND: Crash was created by the eight members 
of Naughty Dog, Dave and Mark from UIS, and 
two cartoon designers. The designers were 
brought in to let us tap into the 75+ years of 
character design in their industry. 

It took 2 1/2 months, and tons of sketch- 
es. We sort of bred the drafts we liked 
together until they boiled down into one 
image. We were left with Crash. 

GF: When did you officially begin the project? 
ND: Andy and I started in October of 1994. 
Our first employee joined January 5th, 1995 
GF: How many people are working on Crash? 
ND: All of the coding and art were done by the 
eight members of Naughty Dog: 

Code: Andy Gavin, Dave Baggett, Dan 
Koilmorgen 

Art: Jason Rubin, Bob Rafei, Taylor Kurosaki, 
Charlotte Francis 
Tech: Justin Monast 

Our bios are on the Naughty Dog web page: 
www.naughtydog.com 

Additionally, Mark Cerny and Dave Siller of 
UIS were integral. Dave kept us aware of what 
had been done and what had succeeded in the 
past, and Mark lent vital guidance, and has 
been essential in the massive effort to tune 
and balance the game. 

So Crash took 10 people total. 

■=2 GF: I was told by a Sony Producer that 
. f • Crash's texture alone would not fit on a 
. 64-meg N64 cart, also that Crash 
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uses the max memory on the CD, a full 640 
megs, with no redbook audio or FMV 
ND: Crash’s textures COULD fit on a 64 meg 
N64 cartridge - barely. Unfortunately 
for Nintendo, the biggest cartridge 
that they currently plan to make is 16 
megs. So it is more precise to say 
that it would take four of the biggest 
N64 cartridges, which are 16 megs 
each, to hold Crash’s 64 megs of tex- 
ture data. 

The upcoming Nintendo 
64DD drive, which holds 64 
megs of data on a cartridge, 

COULD hold the 64 megs of tex- 
ture data that are in Crash. 
Unfortunately for Nintendo, it would not be 
able to hold anything else, like Crash’s anima- 
tions, sound, code, levels, etc. because the 
textures would fill it. 

And yes, we will come very close to filling 
the CD. We do not have any Redbook audio or 
JPEG/pre-rendered spooled video. It’s all 
game. 

GF: Do you agree that the time and money 
invested in crazy CG intros is, in the long run, 
wasted when it could be added to the actual 
game? 

ND: We don’t have any “crazy CG intros.” 
Enough said! 

GF: So exactly how long is Crash? Is it the size 
of say, a Mario World? 

ND: Crash is long. It should take a while to go 
through it, even if your only goal is to see the 
ending. There are a huge number of levels, and 
each one has unique visual and gameplay fea- 
tures. If you want to get a perfect score 
(1007») then you have to get everything, do 
everything and see everything. That will take 
a longertime. We think a very long time. 

GF: Is the music PCM because the PS is 
always streaming the next part of the level? 
ND: Our rounds are often over 10 megabytes 
long. The PlayStation can keep far less in 
RAM at one time. We are indeed streaming 
constantly. Art, sound effects, character 
animation, code, everything. 

But the decision to go MIDI was not made 
on that basis. We are still streaming CD-qual- 
ity digital instruments and music effects as 
we go; we just have the PlayStation handle 
the mix instead of doing that in a studio 
beforehand. 

I think that the music in Crash is great on 
its own, and fits the rounds. The same music 
could have been recorded as Redbook and 
streamed, but where is the gain? 

GF: Are you utilizing any software mip-map- 
ping? 

ND: Not in the strictest sense. We do some- 
thing different to accomplish the same 
effect. Crash does not “rez-out"; in other 
words, you don’t see huge stretched pixels. 
At the same time we aren’t blurry, which is 
one of the more serious drawbacks of mip- 
mapping. 

GF: How many polygons are you shifting per 

second? 

ND: Enough. Look at the distance in Round 1. 
Many of the polygons are only a pixel large in 
the distance. Yet the foreground doesn’t have 
a lack of detail. 

We never have “horizon gnomes” building 
our world in the distance, so there is no “pop- 
in.” Yet almost all levels have no fog to reduce 
our horizons. Again, Round 1 is a good 
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example. 

We don't want to get involved in the ever 
inflating quoted “poly-count" war. I hope this 

a good enough answer. 

GF: So where do you go from here? 
Does the PS have anything left for a 
sequel or have you thoroughly 
w tapped it? 

ND: I like to say: “If hardware had emo- 
tions, the PlayStation would be ticked off 
at how hard Crash works it. Next year, it 
be will furious.” The PlayStation has 
' more. And we will be back. . . whatever the 
title turns out to be. 

GF: Will ND develop Saturn, M2, 
or N64 games for Universal? 

ND: Crash is exclusive to the 
PlayStation. Not only by con- 
tract, but by feasibility. Crash could not run 
in its current state on the Saturn or the N64. 
We also have a great relationship with Sony. 
You stick by your friends. Beyond that, we 
can’t say. 

GF: Of those systems, namely the Saturn and 
the N64, what do you feel their strengths and 
weaknesses are? Can you perform similar 
miracles on these platforms? 

ND: Again a thank you. Now it’s the program- 
mers’ turn to feel honored. Religious icons 
perform miracles (I would argue that Michael 
Jordan does as well). All we are doing is work- 
ing as hard as we can. 

Each of the platforms has strengths and 
weaknesses. In assessing the three current 
platforms, we draw an analogy to rockets. 

The rocket with the biggest engine will go 
the fastest. But if it doesn’t have a lot of 
fuel, it can’t go far. We look at the hardware 
of the consoles as the engine, and the stor- 
age as the gas tank. 

The N64 has the biggest engine. It can do 
the most graphically. That’s why it looks so 
damn good when you first see the games 
playing on it. The industry had seen the 
PlayStation before... most of them own one, 
but the N64 was (relatively) new at E3, and 
its engine is more powerful than the 
PlayStation’s, so it just plain looks good. 

But the N64 has a small tank. VERY 
SMALL. A 16-meg cartridge (the biggest 
Nintendo currently plans to make) is less 
than 2.5% of the size of a CD. The 64DD is 
only 10% of the size of a CD. 

So we believe that the N64 software will 
burn the brightest, but burn very shortly. This 
translates into games that are incredibly 
pretty, buy not very deep. Proof: Square leav- 
ing Nintendo for the PlayStation. FFVII is 
more than a CD large. That would take at 
least 10 64DD’s to store. Square just can’t 
afford to swallow that kind of media cost... 
and the consumer doesn’t want to buy &100+ 
games. Not now. . . and not after you shell out 
$150 more for the 64DD attachment. 

And not only RPGs will be too large for the 
64DD. We think you will see a good number of 
games, in many genres, that just fit well on 
the N64. Players are asking for more and 
more from games and that requires more and 
more storage. 

The Saturn, on the other hand, has a nice 
sized gas tank. Like the PlayStation it has a 
CD player with over 640 megs of storage 
space. But it’s engine isn’t as powerful as the 
PlayStation’s. So when choosing between the 
PlayStation and the Saturn: the storage is 


the same, go with the bigger engine... The 
PlayStation. 

There are those that argue that the Saturn’s 
engine is equally as powerful as the 
PlayStations, just harder to program. Even if 
this were true, we would still choose the 
PlayStation. After all, why should we spend 
the time mastering a difficult system that, 
at best, is equally as powerful as a simpler 
system that has a significantly larger 
installed base? Instead of spending the time 
on the Saturn struggling to achieve parity 
with the PlayStation, we spent our time on 
the PlayStation pushing it to do more than 
people thought it could do. That’s time bet- 
ter spent. 

Can we do great stuff on other platforms? 
I’d like to think we can. Every system has 
untapped strengths. But right now we’re 
focused on the PlayStation. 

GF: Personally, Crash Bandicoot is the best 
looking game I have ever seen and, judging 
from the few levels I’ve been able to play, it 
may be the best playing as well. Only Mario 
64 is in the same class. So, if there is any 
justice in the world. Crash should become a 
phenomena like Sonic and Mario. How will you 
grow the character for say a cartoon or toy 
line? 

ND: Instead of repeating my gratitude for 
your support yet again, I’ll say this time that 
being compared favorably with anything 
Miyamoto-san lays his hands on is an incred- 
ible honor. Naughty Dog grew up on his work. 
In terms of licensing, I think that Universal 
Interactive Studios and Sony should be 
answering that question. 

Universal Interactive is a division of MCA 
which owns, among other things (no kidding): 
Universal Pictures, Universal Pictures market- 
ing, MCA Television Group, Universal 
Television, MCA TV International, Universal 
Cartoon Studios, MCA Home Video, Universal 
Pay TV, Universal Ray -Per- View, MCA Records, 
Geffen Records, UNI Distributions, MCA 
Concerts, Universal Amphitheater, Winterland 
Merchandising, Putnam Publishing, Berkeley 
Publishing, Universal Studios Theme Parks, 
Universal City Walk, Victoria Station 
Restaurants, Spencer Gifts, 5 0% of the USA 
network, Ciniplex Odeon, and a significant 
minority interest in Interplay (yes, the video 
game company), among many other things. 

Sony own just as much. 

If Universal Interactive and Sony aren’t 
connected, I don’t know who is. 

If the consumer likes Crash, they will get 
plenty of him. 

Jason Rubin 

Naughty Dog. Inc. 


evievv Crash 
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Whenever there's a lull in the num-j 
her of quality games hitting the 
market, Nintendo releases a title " 
which basically teaches develop- ± 
ers the lesson. “No no, you see. A 

this is the correct way to make a I ^ ^ 

game." And so Pilotwings 64 is penance tor all 
the second-rate (light sims popping up left and 
right on other platforms. Like its predecessor. 
P64 is a showcase of a new Nintendo system's 
capabilities... and I am in awe. 


I'm crazy about these freakish charac- 
ters but PW64 plays so good I hardly W 

notice 'em. The freedom to fly or hover^K.i ..71 
at will should you decide to stray off^p ’ I 
course, is game enough, with smooth ■ 
anti-aliased playfields cycling below asiy ^ 

you take in the realistic scenery. The lt ' — * — 

courses themselves however are the stars of the show. 
While they are diverse and complex in there execution, 
ample time is awarded to complete each, leaving you 
free to improve each time you miss a target or obstacle. 
The graphics are, well, real, save the cartoony pilots and 
the music-vintage PW. Hot stulf! 


PILOTWINGS 64 

NINTENDO 64 
NINTENDO • CARTRIDGE 

FLIGHT SIM 


I have a BIG problem with heights.! ^ 
There, I came out and said it. On gird- I ♦ j. 
ers and the top of big statues I shake ' 
until the molecules in my body vibrate 
1.5 times faster than normal. Luckily, ’ ' "I 

Sony’s awesome Jumping Flash! 2 ]* > 1 

lets me face my fears. Jump! Wheel In all serious- 
ness, I love this game. Like the first one, however, 
it's so damn SHORT! You get bliss gameplay, graph- 
ics and music for about four hours. I highly recom- 
mend his game if you've got the money, but if you're 
short on the shekels, go for Crash. 


Before there was Mario 64, there| ^ 
was JF. So does the sequel come 
off as containing the quality of TsP 
the original? Sure does. Of \ * 

course. JF!2 isn't a quantum leap v l ( ^ 
(no pun intended) ahead of its 1 — 111 ,JO 
predecessor, but it still manages to serve up a 
five-course meal of fun. Beating the game 
over and over changes the game around, so 
replayability is super-high. Just the kind of 
game the PS needed. 


Muu-Muus! You just gotta love 'em! I 1 
When Robbit gets close to them they 1 _ . 

go "Muuuu-Muuuu!” Jumping Flash! A v} - 
2 . besides being bigger than 1 , is in \ .? 
every way new and improved. V; 
Graphics, sound effects, music. V r 

course design, bosses, you name it , 1 ““ — 

and JF!Zs done it right. I have but one complaint: 
You can t switch camera and play from behind 
Robbit. He's such a cool character. Why hide him? 
Otherwise JF!2 is the perfect combination of plat- 
forming and adventure. It's a little on the cute side, 
and a lot on the wacky side but fun, fun, fun. 


JUMPING FLASH! 2 

PLAYSTATION 
SONY • CD 

3D ACTION/PLATFORM 




The Saturn racing game market 
isn't nearly as saturated as thefeS- - 
PlayStation's, but there's stillB? 
enough quality games out there so^^ ^ 
that no one should have to turn toL 

such mediocrity. I don't care if it'sL 1 

sponsored by Road & Track or Family Circle or 
Highlights or whatever, this game is just boring 
and pointless, and it has that stale cabbagey 
smell of 3-D-O. But on the other hand, at least 
it's a little better than Road Rash. EA: MAKE 
SOMETHING NEW. 


OK, so EA is really, really getting I _ 
into the spirit of rehashing all of 
their 3D0 “classics" onto the new wP 
systems. Hmm... well, Need is i 
probably the best port so far. It’s | v Vi . % 
better than the 3D0 version, as opposed to the 
same or worse; with the addition of “speed" (I 
guess the title should have tipped us off that 
first time), the game is much more playable, 
and an enjoyable racing title. 


Do I really Need This Speed? I didn't likej"T 
this speed the first time, and now I real- % 
ly don't like it. Nowadays, if you're A 
going to make a driver you best have \ .“ 

either graphics from above (like V’ 

Wipeout ), music from above (like 4 '' 

Wipeout), original gameplay (like 1 — 

Wipeout), or a twist like Choro-O. Need lor Speed has 
none of these. It's just a straight steer and go game. 
Worse, it's full of "realistic'’ ingredients, real cars, real 
roads, real speeds etc... For heaven's sake, it's got a 
Road & Track logo on it! Hyper lame. It should come 
with a free windbreaker. 


Screaming, legendary, HOT racing 1 r 
passion! Clearly the best 32-bit .*<•{.♦ V 
racer, RRR is a masterpiece of the 
rotating wheel burning up the grey, 
grey, asphalt. Though comprised of '■') 

three meager tracks, the desire to l ^ > 

collect the hidden Devil and Angel cars (Namco's 
crazy-mad with that whole Biblical thing) and the 
drive (What-ho! Now THAT'S a pun) to continually 
beat your best times makes this car driver tops on 
my list. Not to mention the smashing techno and 
link-up feature... 


Should it have taken this long tol « 

bring such a fantastic game to 

American audiences? I think not, igp 

but it's finally here, so what is 

there to say? Well, I can begin by v l^ % 

saying that RRR still holds up to 

being my favorite racer after F-Zero. It's also 

worth noting that RRR s soundtrack is in my 

top five of all time. More levels, hidden cars, 

fab all around. 


Ridge Racer Revolution rumbles ["T 
with the same screaming speed 1 , 
crash as RR, my first PS game. A 
I'll never forget the first time I hit \\ 
the gas. Whoooo!! This is the y. 

arcade, baby! Now along comes' — — 

a version packin' twice the pony's! So who 
could resist? Six tracks, new cars to earn 
and love and above all raging techno! I'd for 
sure buy this game, and then if someone 
broke it... I'd buy another! 


RIDGE RACER REVOLUTION 

PLAYSTATION 
NAMCO • CD 

RACING 
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Namco USA took Iheir sweet time ini 


Mmm... fighting games. Wheref 


This is the most complete 3D lighter! 
ever! You want Options? How about i 
Arcade and vs mode. Team Battle. £ - 
Time Attack, Survival mode, and the | 

mega-cool Practice mode: it's all 
here. Characters? How 'bout 25 of the 

most kickin’, elbow-smashin’, sumo- 1 — 

slammin' psychos ever to grace a fighting game. 
Combos and counters? Ha! Tekken 2 has some of the 
most painful looking moves ever, killer combos, and 
crazy counters that come outta nowhere to snap your 
puny bones like toothpicks. Get this game NOW... or 
I might have to crush you with my Frankensteiner! 


bringing this one over, but really. itS5. Ail 
doesn't even matter. Tekken 2% justly 1 
as fun now as it was in March, andB^ 
it'll be just as fun years from now.T 
Tekken 2s not great in terms of char-| 
acter balance, but there are just so 
many characters to learn and enjoy... The FMV is 
great, the music is pretty good, and the bevy of 
options raises the score even higher. My only com- 


you beat people up. I was never a ^ 
huge fan of fighting games before! 

3-D stepped in... I mean, who can \ 

really toss flaming spheres or sum • • " 

vive a two-handed sword swipe? ! ^ ‘ 

VF and especially Tekken, however, have that 
realism... and I love 'em. Namco's incredible 
arcade conversion of T2 (it's a 110% port!) 
leaves nothing to be desired. If you are a 
PlayStation owner without Tekken 2, you should 
be Kuru Kuru Animal Punched to death! 


TEKKEN 2 
PLAYSTATION 
NAMCO • CD 

FIGHTING 
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DUKE MAY ROCK 
BUT RAMSES RULES 


COMING IN NOVEMBER 


SEGA SATURN 


PC CD-ROM 

For Windows 3.1 or Windows 95. 


16200 Trojan Way 
La Mirada. CA 90638 
(714)562-1743 


PlayStation 
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C UNSHIP 

PLAYSTATION 
MICROPROSE • CD 

FLIGHT SIM 
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STRIKEPOINT 

PLAYSTATION 
SONY INTERACTIVE • CD 
FLIGHT SIM 




TOKYO HIGHWAY 

PLAYSTATION 
JALECO • CD 

RACING 


SHINING WISDOM 

SATURN 

WORKING DESIGNS • CD 
ACTION/RPG 
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LEGEND OF OASIS 

SATURN 
SEGA • CD 

ACTION/RPG 



Why is this game on thef 
PlayStation? It's old. graphically 
unimpressive, and way too hard lor * /j 
its own good. I love flying my -SSf' 
chopper, not only worrying about (y 

the bogeys on my butt, but having k, j 

to make sure that yaw thingy is localized and the 
horizon display is stable with the reverb pitch 
indicator (or whatever the heck caused me to 
crash). No thanks. I don't need a game that 
requires weeks of aviation school to control. 
Give me Thunderblade any day. 

I ® © 0 ® ®l^*ll 

Unlike that other chopper 
"super-sim" viewpointed this — ' 
month, Slrikepoint is a pretty 
good game. It's easy to control ^ 
and has a great "arcady" leel. L r 

The graphics aren't amazing' 

(there's quite a bit of pop-up), and music 
tracks don't really contain anything memo- 
rable. but it s fun to play. Frankly. I don't 
really look for anything else in these types of 
games. It's worth checking out. 


I don't like Gunship, and here are! » 
the reasons why: (1) The graphics! t 
are dark, gritty shapes which. 
when placed together, represent t ' ^ 
"objects." (2) I loathe the high- '■ \ A 
octane "rockin' tunes." (3) The 
play mechanics are very difficult to learn, and 
only make an incredibly uninteresting game 
all the less appealing. I didn't have fun with 
Gunship at all. 

G C P M O 43 

( 3 ) ( 4 ) ( 3 . ( 2 ) ( 5 )|^**|| 

The contest between Slrikepoint » 
and Gunship is really no con- 
test: Slrikepoint wins hands! jpflF 
down. Granted, the former is . ' ^ 

more arcade action and the lat- >1^ : A I 
ter is pure simulation; but when 1 *1— — 
it comes right down to it, it's the amount of 
fun that's to be had by the overall package - 
and for this Slrikepoint takes the trophy. 
Great graphics round out that package, but 
to me it's just another chopper game. 


Microprose knows how to build a^^^*BB 
good (light sim. In the PC world. H 

they've always been tops when it^B • 
comes to this genre, mainly dealing W \5 
with a more wound-down individual. ■ m 
Y ou know, the sort that wears a tie to K . ▼ _ 
McDonalds. PC to console translations very rarely 
succeed because console gamers desire easy con- 
trol and swift gameplay. There is so much to be 
aware of just to fly this dam thing, who's got time 
to shoot? If you wear a pocket protector or own a 
protractor.. .nope, you still won't like it. 

I°WW« 

I like SlrikePoinl. It doesn't haveMP"f > B| 
blazing 3D, nor does it possesses ^ JV 
adrenaline shootin' intensity. SiH 
But it's really lun to play. The^^ \?/ 
missions are many and diverse. ■ y j 
and the enemy bases are nicely : 
detailed with clean textures and a limited 
amount of clipping. Slrikepoint keeps you 
busy and although it never grabs you like, say 
(wow, there are no good chopper games) 
Warhawk, it's among the best in its class. Of 
course that class all has detention. 
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While it may not be the prettiest 
racer, THB does have the competi- 
live driving aspect going lor it. ^ 

Having actual rivals to beat makes 
racing personal, and when they T »* 
taunt you as horribly as they do in 
THB, you want to beat them BAD. 

I'm mostly awarding THB this rating due to the 
mass of parts available lor your car. and the 
instantaneous eftects they have on your perfor- 
mance. It s no RR Revolution, and I'm a dunce for 
saying that 'cause it s not trying to be. THB’s 
more like an imported Need lor Speed. 
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TORICO 
SATURN 
SEGA • CD 

FMV/ADVENTURE 
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Beyond Oasis was and is one ot the best [ fc 
(and one ot the tew) Genesis Action V 
RPGs. It was Yuzo's directorial debut "ft v/. 
and surprisingly, had better gameplay! \ 
than music. Well, litlle has changed I 
Legend ol Oasis is the best Saturn Action | V ' 

RPG and once again the gameplay is bet- 1 * - 1 

ter than the music. The music's not bad. it's just so 
ambient that it barely resembles music. In Legend s 
gameplay lies its brilliance. Imagine puzzles twice as 
complex as Beyonds, sprites twice the size, animation 
double the frames, and an adventure over twice as long. 
And the art. incredible. 

SiiiBilliii [QOll 
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I normally hate FMV games with an I & 
indescribable passion, but titles like 1 
this and Dare the exception. Torico is \ \v - 

an excellent game, and from what 
Takuhi tells me. it seems to have anl/ 

excellent story. The oame has amaz- i P* 

ing music and atmosphere, and there's not a second 
ot loading between scenes! In tact, the only draw- 
back I found is everything is in Japanese... I just 
hope Sega decides to release Torico here, this is 
one FMV title I'd really like to play again, and this 
time fully understand. 

© © © ' 9 ' W 


THB isn't in my all-time favorite' j 
racers list, but it's still not a very 
bad game. Unfortunately. I could-; 
n't recommend it to anyone) . 
because there’s just nothing new or \ 

original here... not even a particu- 
larly memorable touch of detail that might be 
considered "kind of cool" in a level. That’s too 
bad, as Ridge Racer, which is an older game 
that practically uses the same engine, was filled 
with stuff like that. Oh well. 

I (6) (8) (7) (6) (4) [_■__■ J 

It's been nearly one lull year slitcell"^. 
Shining Wisdom lirst came out. andBa- - . 5 J 
though I loved it then, I'm having a hard 
time summoning up any enthusiasm over^^ j 
it a second time. SWwas the lirst 32-bitl 
action RPG, and it really shows... Theft 
graphics are weak, and some ol the play* — * 

mechanics (such as item-swapping) are extremely frus- 
trating. 01 course, it still has a pretty good quest, and 
some cool items and magic. But in the end, you have 
Rayearth’s stunning graphics and music on one hand and 
Legend ol Oasis’ rock-solid play mechanics in the other, 
and Shining Wisdom comes up empty. 

|lk£k IR Hk®kP 7 i! 
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Doubloons! Doubloons! Whenever I r 
play a fantasy game. I think ol the word f 
"Doubloon.' Not to mention ">U|. 
Pantaloons. " which is exactly what HHf t 
the hero ol Oasis is wearing. Clearly, 
no company can animate billowy pan- ^|' , 

taloons like Ancient. But seriously. : 

Oasis is a maddeningly difficult, yet undeniably awe- 
some action RPG experience that literally every Saturn 
owner needs. The experience is further enhanced by 
luscious hand-drawn graphics coupled with Yuzo's fan- 
tastic... urn ... nevermind. Anyway. Oasis is the Saturn 
RPG to beat. Pick it up! 
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You can’t compare this game to Cj 
Ridge Racer Revolution - it’s a 
totally different type of game! 

Let me describe the game in JHHft 
one word... DRIFTING! In the|^^HJ. 
game, you run other racers and use the 
money to buy parts for your car. Hey, if I won 
$4,000 for every car I ran, I'd have my NSX 
already. Anybody wanna buy a Super- 
charged Turbo Integra... anyone? 

Kwvkljl 

When Shining Wisdom appeared last 

year, I was a happy camper. At the 1'. . 

time, the Saturn had not one action- 

RPG. And this, for then, was really 

something special. Not knowing a . *rr* l 

lick of Japanese. I embraced playing 

the game through and found the story 1 A ' 

better than I had imagined it. SW's graphics aren't { 
anything to write home aboul but they're richly 
detailed and mix hand drawn and rendered art nice- 
ly, something you don't see every day. Action RPGs 
don't come along every day. and when all is said 
and done, SW is one well worth exploring. 
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Legend ol Oasis is a great game. 

the category of action RPGs. it pum-Bjft , 

mels its lew feeble contenders. andmp '•vU 

rises to the level of classic in 

eyes. I've written about this game sob 

many times before that I've run out of ft j 

words to describe it, so, um, what to® ® 

do, what to do. Hey, I know, I'll fill out the viewpoint 
with a story from my childhood. I had this ninth 
grade French teacher named Mrs. Gerard and she. 
mmmm, running out of space here, so I'll skip to the 
enil: I was acquitted. Good story, huh? Anyway, 
please buy this game. 


Ik Mk Sk [Qil; 
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An epiphany: FMV games ♦ live actors - ■ _ 

bad. FMV games + computer rendering -Mft j ■■ 

good. There have been way too many Sp 

good FMV games lately (well, two) to^ 

dismiss the good ones as just tlukes. ft 

And now that Torico has brought some ft j 

much needed variety to the genre (*1* ®| 

reason to buy this game: NO MANSION). I find I can now 
whole-heartedly look torward to games like Enemy Zero. 

I only hope that future releases can capture the amazing 
beauty of Torico’ s graphics and music, and the same 
near absence ot loading time. Torico’ s only fault: it has 
some really tedious stretches there in the first disc. 

j [Gl [Cl [PL [ML 0U [Qi] 
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What ambiance! This is a factor • 
that I feel to be just as important to . 

a title as gameplay. In fact, before mp 
I became disenchanted with my . ' ffa 

studies in Computer Science and 1 

switched to Film and English, 1 ■*' 

"ambiance " was to be the most important thing 
in an Evil Lights Production. Torico almost suc- 
ceeds in reading my thoughts, containing a long 
quest in a moody Eastern European setting. A 
fantastic effort. 
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Derkstalkers' Revenge 


Name 


Address: 


State: 


Phone Number: 

Allow 6-8 weeks for delivery. 
Offer expires 10/15/96 or while supplies 




Night Warriors is the richest, most mon^ 
strous fighting game ever created. With 
so much animation, so many incredible 
moves and loads of techniques to mas- 
ter, you'll hunger for a strategy guide to 
master this ultimate fighting challenge. 

Now YOU CAN EXPERIENCE IT ALL with 
the perfect combination. The game AND 
strategy guide. Buy Night Warriors 
today and Capcom will send you the 
complete strategy guide FREE! 

To receive your Night Warriors strategy guide, 
complete the form to the right and send with your 
dated cash register receipt and completed warranty 
registration card to: 

Capcom 

NW Strategy Guide Offer 
475 Oakmead Parkway 
Sunnyvale, CA 94086 

f CAPCOM CO., LTD. 1996. © CAPCOM U.S.A., INC 1996. All Rights Reserved. 
Night Warriors is a trademark of CAPCOM CO., LTD. CAPCOM is a registered 
trademark of CAPCOM CO., LTD. 

Sega and Sega Saturn are trademarks of Sega Enterprises, Ltd. 

Void where prohibited by law. 


"...you have no idea what you're missing...this is a 
Saturn exclusive you must own." -GameFan Magazine 







ORION 


The best way to sum up 


confinement, in your 
dreams, in your sexual fanta ... er. um. better not go 
there. But you get my point. I know I'm not the first to 
say it. but Mario is a masterpiece. 

There's no such thing as a perfect game, of course, and 
I do have some complaints about even this one (some 
aspects of the camera control, the very un-fun flight con- 
trol. and one or two awful music tracks, for example), but 
these are mere trifles compared to the ingenuity of the 
evel design, the stunning impact of the graphics, the 
(eventual) fluidity of the game control, and the exorbitant 
amount of thought and care that went into every tiny 
detail of this game. If ever there's a game to buy a sys- 
tem for, it's this one. 


U SUPER MARIO 64* NINTENDO 64 
t. storm NINTENDO* 3D ACT./PLAT./ADV. + 


Understatement of the year: 
/» "Its been a good month for 
> A games. " Though Mario's 
.<4 - ^ stolen most of the attention 

>3( away from NiGHTS. I defy 
* *«*j anyone to deny the fact that 

6*. _ I NiGHTS is a spectacular 

♦ - d game in its own right, one 

- t Jt\ that deserves so much more 
B*^. , -Awihan to be thrust into unfair 

comparisons with Mario 64. 
My feeble attempt at differentiating the two is thus: Shigeru 
Miyamoto is a master ot psychology, and knows exactly how 
to make a game that will work every chunk ot any gamer's 
cerebellum. Yuji Naka’s not so strong in that area, but he 
doesn't have to be. Like some sort of parasitic alien, he aims 
right for the brainstem, creating games that are so impulsive 
and intuitive to play that I frequently find myself with glazed- 
over eyes and a line of drool sliding off my chin. And of 
course, the colors, bosses, and music - especially the music 
- are all wonderful. I am a bit annoyed by the excess of clip- 
ping (even after two years, the game still leels a tad rushed) 
and the relatively short number ot levels (although I can play 
them each over countless times and still enjoy them). Despite 
that. NiGHTS is a highly impressive game I enthusiastically 
recommend to everyone. 


The term ' genius'' has 
become cliche. It's been 
drastically overused by the 
fans of niche interests to 
express their fervor for a 
particular individual whose 
works they really, really 
like. One of these interests 
include video games and. maintaining a stance of objectiv- 
ity. I'm sorry to say that I don't believe there are any true 
geniuses - excluding some coding gurus - in the video 
game industry. Yet I find one. and only one. exception: 
Shigeru Miyamoto. His latest game is a masterpiece. 
While it's true that it's not Miyamoto alone who is responsi- 
ble for the splendor of this title, out stand the ingenious and 
brilliant touches in this game, as in all his games, that are 
a distinct product of the man's first-rate imagination. This 
is too small a space to extol the countless virtues of SM64: 
I'll let the numerous pages devoted to it throughout this 
I issue do that instead. And so the question arises: is Super 
I Mario 64 the greatest video game ever made? Absolutely. 


% wwyi 

SUPER MARIO 64*NINTENDO 64 
EVIL LIGHTS NINTENDO* 3D ACT./PLAT./ADV. + 


I really wasn t looking for- 
^ ‘ *' ward to Mario 64. The 

game was on a dead stor- 
age medium, it forced you 
to use one of the strangest 
. looking controllers ever. 

and seemed graphically 
simple for a 64-bit title. In 

'fact, I didn't buy a Nintendo 

64 right away, and was considering holding off completely 
until some other game was released. Then, after watching 
E. Storm play Mario 64 for about 5 minutes, I had to have 
one. There's no way to accurately explain how good Mario 
64 is... It's so addicting, so challenging, the graphics are 
so fluid, the game's so ...fun. I've never had a game expe- 
rience like this before. There's so much to do: so many 
diverse lands to explore, so many puzzles to solve, so 
many secrets to uncover. Trust me. you'll love this game. 
Everyone will love this game. It's scary to think, but 
Nintendo came through with their promise, and delivered 
what could possibly be the best game ever created. 


® m 0 ® 0l ,vw : 

i SUPER MARIO 64* NINTENDO 64 
orion NINTENDO* 3D ACT./PLAT./ADV. + 


After months of speculation, 
playing it at two trade shows 
and staring at screen shots 
month alter month, plugging 
my controller into my 
64 suddenly 
i momentous occa- 
ith is. I didn't know 
what to expect. I balked at the 
controller at E3. Standing up. 
surrounded by show-goers beckoning my controller. I came 
away worshipping the Bandicoot over the Plumber. I now real- 
ze comparing the two was ludicrous. Crash is my master plat- 
ormer. traditional, but in glorious 3D. Mario is beyond the 
magination With this game you will enter into an entirely new 
ealm of gaming. After just minutes playing. I was so over- 
joyed at what was happening on screen (Water Land) I actually 
had to pause and lake a minute to savor the moment. These 
are the moments I wait years for. I felt it with early NES. then 
Genesis, and now I'm finally leeling it again. The next level 
has finally, really arrived. There is little more to say after that 
anthem I only hope that developers wake up and realize that 
cartridge gaming is back. It wasn't ever bad. just over-saturat- 
ed with junk. The N64 is a remarkable console and deserves 
every game developer's absolute best effort. Mario, right now, 
today, stands as the best game on the planet. 


I d be lying if I said I wasn t a 
tad disappointed that Yuji 
Naka's first Saturn game 
wasn't Sonic. But after play- 
ing NiGHTS long enough to 
understand what Yuji is going 
for. well, let s just say I II get 
it. The first time you 
play NiGHTS you're not sure 
what to do. There are rings 
to fly through, crystals to collect, enemies to kill, and obsta- 
cles galore. All the while, time is licking away. Once you dis- 
cover how to score the max points in each stage however, and 
settle into the game's mesmerizing rhythm you begin to real- 
ize you are experiencing something totally new. NiGHTS is. 
above all. unique. Graphically the game is unmatched on the 
Saturn. The characters and worlds are stunning and the 
music... possibly the best from Sega since Sonic CD. 
NiGHTS' biggest attraction however, are its bosses. They are 
without a doubt the most spectacular in gaming today. 
Although the gpme is relatively short in length, you need an 
above C grade to see the last level. So in gameplay. NiGHTS 
is long. You'll play many times before obtaining the ability to 
fly straight through and then you'll play it even more. NiGHTS 
is a spectacular game. 
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NIGHTS'SATURN 
SONIC TEAM* 3D FLYING ADV. 


A I NIGHTS'SATURN 

EVIL LIGHTS SONIC TEAM* 3D FLYING ADV. 


NIGHTS ‘SATURN 
SONIC TEAM* 3D FLYING ADV. 
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Crash in Early and Get a 
Free Alternative Music CD. 

Go to your participating retailer before September 9th and reserve your copy of the incredible, soon-to-be-released Crash Bandicoot." 
You'll get a free music CD - a 12 track alternative mix that you won’t find anywhere else - while supplies last. 





www.sony.com 

ssaaas. 




PlayStation 





Distributed by: 



Three Explosive Games In One! 



soon for Sony PlayStation/ 

' and Windows 95' CD ROM. 


Arcade 


shooting at its fastest and 
ss you eliminate terrorists 


Heart-a ccelera t i ng, driving 
adv e nt u re as you race through 
New York City to find hidden bombs) 


Full screen 3-D action as 
to rescue innocent hostages 
skyscraper wired to explode! 





WHA.T FIT* IN 
THF pMM OF 
youR HA.NP, 
NEVFR LOi.P<, 

W* "mm 

MXA."' MO 
M1QHT TU$T 8F 
THF (JF^T V1PF0 
C,tvMF ON THF 
pUNFT.~ 


you'vr aRRxvfp at homf, un-goxfp youR n<.*< anp firfp up 
*UpFR MARIO. AFTFR RUNNING AMOK OUTflPF THF CAfTlF 6A{? 
XMCt WITH AWF, you'll NO POUgT F*NP yOUR WAy HFRF to 
(OUR fF 1. All SFVFN STARS ARF RATHFR FASY TO PlfCOVFR HFRF, 
MaKINC, THXS COURSF a (,RFAT plACF TO IFARn MaRXO'S MANY 
TUMp ANP ATTACK MOVFS- THF RFP 1X1' MFZZO ROMS Will 
OpFN Up THF HATCH AUOWXNC, yOU TO USF THF CANNON. HAVF 
A NXCF fcxqhtJ 


NINTENDO 64 
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PUBLISHER - NINTENDO 
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time to judge what Id 
J been waiting for since 
^14. A Nintendo uttered the P 
| words CP? And how J 

Jh much crow would I ■ 

munch if Mario turned ^ 
out to be all that A 

Yamauchi 6aid? j*k 

One game that can change / 
the way we look and feel about JB 
games forever, yeah right... It | 
took all of about five minutes for I 
all the crows to flee Agoura Hills. 

The controller, after an hour or 
so, feel6 so good that it’s hard to V?’ 
imagine playing without it, and the 
game, well, it’s without a doubt, the 
best one ever. Throw those precon- 
ceived notions out the window, all 
the hearsay and innuendo aside, 
Nintendo hae pulled a rabbit out of 
their hat. Super Mario 64 really 
does make you forget about every- 
thing else before it. It raises the 
standard, setting a new level - of 
not only graphics, but most impor- 
tantly, gameplay. 


E. STORM 

THIS GAME COULD CHANGE 
EVERYTHING. 


The three 
days prior to the 
June 23rd release of the 
Nintendo 64 I either couldn’t sleep 
or dreamt of all things Mario when I 
did. There I was chasing a Koopa 
Troopa or scaling a huge precipice 
when whoosh, I’d awake. Jeez, 
another one, let’s see, Tony Robbins, 
Pura-shine or the Abdomenizer... 

Was I correct in my assumptions 
|that the distorted controller cou- 
pled with a cartridge based system 
simply could not put a damper on 
my feelings for a flying Nlghtmaren 
and frolicking Bandicoot? Were the 
minutes I spent at the show enough 
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WON-WON'S bar 
IS 8IMER thin 
HIS 8ITE (THfN 
AC,AIN. THAT'S A 
8IC, 8ITf). 

WAIT Till HE 

ATTACKS than 
H ip PROp THE 
POST. HE'U RUl 
OFF anp 8RcaK 
OUT THAT STAR. 


ON YOUR WAY TO THE CANNON (,RA8 THE FCYINC HAT. SHOOT yOURSECF ONTO THE 

floating isianp anp c;Ra8 another, use the cannon there to c,ft the star ik 
THE SKy 8y plAyiNC, A IITTIF pltOTWlNC,S- 
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I packed up my stuff and raced ■ 

home as quick as I could, attached 
my N64 to the big screen and 
cranked the surround sound. What 
followed was a religious experience. A gamer through and 
through, I was, and am, in heaven with this game. 

Now, somehow, I’m supposed to convey these feelings to you, 
something I’ve been pondering since taking on our first hands-on 
coverage. And you know what? I’m not really sure how to... but I w 


Let’s begin with Mario himself. No matter what you thought of him y — - , 

previously, or how much you despised the theatrical version, he is now 
impossible to resist. He doesn’t run, he waddles, feet tapping franti- 
cally along, changing cadence with the terrain. With an enormous 
amount of moves at your disposal and a floating camera for you to direct, you 
could easily spend an hour running around outside the castle... but you won’t 


BIAS T MARIO AT BOTH OF THIS WAU 

TO REVEM k WEll H1PPEN lT4.fi! 


HOP INTO TMf FlPlT 
TREE yOU Iff 4.NP T(kKf 
TO THC IfilFl! PON'T 
H&NC, ON TOO 10NC, 

though. OR you M*y 

BECOME STRP PROpplNCiV 
H4.VE BlRPy PROP you IN 
THE (k(,l FOR 4. IXTTIE 
ITikR 4.CT10N. 






Once inside the beautiful castle chamber 
you’re faced with an abundance of doors. 
Some need keys (awarded by defeating 
Bowser and obtaining 30, and then 70 of 
the 120 stars) and some don’t. You can 
instantly access courses 1 through 4. 
Course 1 lies behind the unmarked door to 
your left. 

SM64’s courses contain an unparalleled 
amount of gameplay and, as the game pro- 
gresses, what you do in each will constantly 
change. The sheer vastness of some of 
them is hard to explain, but as I was play- 
ing I tried to imagine bug testing SM64 
and am simply at a loss. There is just so 
much here. You could be blowing yourself 
out of a cannon one minute and the next 
trailing a giant manta ray deep beneath 
what looks and feels like real water. The 
scenarios are endless and each is executed 
with creative genius. In a game this size 
it’s hard to imagine non-stop amusement 
but it’s yours for the taking. 

The goal in each course is to obtain 7 
stars, five by whatever means deemed nec- 
essary, 1 by collecting all of the red coins, 
and 1 by collecting 100 yellow coins. It’s 
the way in which Miyamoto and staff con- 
cealed these stars that makes SM64 so 
freakin’ fun to play that you’ll want to put 
the rest of your life on hold until the 
screen reads 120. Beating the game with 
’the required 70 stars is simply not an 
option. The imagination, and directorial skill: 
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My flRfT TIME XU WATER IANP WM pRACTl- 
cuiy x 8 fu<xoui experience. it's the fiR(t 
TIME you FEU THE WATER IN (Mty (WHICH X( _ 1 
XMpOMXglr TO PC(CRXBE), ANP THE MU(1C 1( • 

V THE 8E(T IN THE CAME, REMINISCENT Of 
PKC'( U0U1P IEVEIV 


course is like a mini game, complete with a new set of rules and, of course, perfectly matched music and sound effects. If you were 
worried about the N64’s audio capabilities, I can assure you, they are remarkable. The system emits video game music (as opposed 
to that of real instruments) through and through, with sonorous vibrating bass, and deep orchestral overtones. The sound effects - 
like gurgling water, wind, and other environmental emulations - are without flaw. SM64’s length has been in question for as long as I 
can remember. It would be better to judge 5M64 by its size I suppose, or better yet, not judge it by conventional means at all. It may 
be above jud ging. SM64 will be dif ferent in s ome fashion for everyone that plays it. It’s as non-linear as a game could ever be. {contd. 





TU^T OUTflPF Of THF WATFR UNP, IjACKFlXp INTO THF HOlFf IN THF 
SURROUNPlNd w AU$ FOR *OMF fRFF MaRXO'S ANP... ANOTHFR {TaR. 




You don't necessarily have to do anything you don’t want to. You’ll play your game 
of SM64 as you see fit. Some will race through collecting stars as fast as possi- 
ble, via hint guides or internet chat, while some will want no contact with the out- 
side world until they’ve cowered every Inch of code on their own. The latter’s how 
I’m playing SM64, and when I’m finished I’ll start a new game, and do it all again. 

These 12 pages of coverage (the most we’ve ever done on a single title) may 
seem excessive but they actually show very little of the overall game and only a 
few stars. I don’t want you to come away thinking you’ve seen it all. Actually, 
whole levels are missing and the levels shown are only nicked. SM64 is a big game. 

In closing I’d like to first, thank Miyamoto and staff for loving us gamers so 
much, but also convey to you that I am not unplugging my Saturn and 
PlayStation. I am extremely enthused by SM64, but this is Miyamoto at his very 
best. While I am now convinced that Nintendo possesses a superior machine the 
proof will of course be in the quality and amount of titles for it over the years 
ahead. Developer support has been the burning issue as many have balked at the 
cartridge format. For what it’6 worth, I cannot imagine any company not wanting 
to develop a game after playing this one for themselves. Whatever technical 
rnumbo-jumbo you’ve heard or read about cartridge vs. CD may as well be stored 
deep in your cranial archive. Super Mario 64 never loads, you can’t scratch it, it 
won’t skip, is longer than long, stays crunchy in milk, and has fantastic audio. 
They can spew forth technical jargon till the cows come home, but nothing will 
ever change those facts. The end. 5 


AFTFR OpFNXNC THF FOUR CHF{T{ IN THF 
CORRFCT ORPFR, THF WATFR W1U PRAIN. 
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TUMp Off THE IXfT ANP CHAT WITH MEZZO BOMB. Hf'U OpFN THE HATCH. VOU'RE ON yOUR WAy TO SOME 
TREACHEROUS TUMPS ANP THE HARPFST-TO-REACH STAR... If you SURVIVE THE 8I.AST. AIM CAREfUllvl 


apmiRes his 

FINE WORK 


PON'T USE THIS 
WARp TO BEAT THE 
MAMA pEN^UlN. 
yOU WON'T 4ET THE 
STAR... CHEATER. 


ANP THEM If yOU SEAT HER POWN THE SlOpE SHF 'll, UM, pOOp OUT ANOTHER. 


NO REAtty, CHECK OUT THE fACXAt EXpRFSSlON. 
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you'll MMTfR THE P0U61E TUMp RFiCHtNC, THE (.RiTE &ROVE. U(E THE CORNER IN SHOT TWO. 




THERE ARE TWO PASSES IN THESE W ALLS- THE SECONP ANP HARPEST TO fXNP LEAPS TO A STAR. THE 
OTHER LEAPS TO A LONC, HALL ANP THE SWITCH TO ACTIVATE THE C,REEN BLOCKS- C,REEN BLOCKS TURN 
MARIO LIEJUIP METAL MV INVINCIBLE FOR 4. LXMITEP TIME. METAL MARIO SINKS In WATER so 
FROM HERE <,0 BACK TO COURSE X ANP TaKe X WALK ON THE BOTTOM. 





THERE'S 4 WELL HXPPEN 
STAR AHEAP... ANP Up) 


RUN TO THIS SWITCH AS SOON 
M you BECOME METAl. PON'T 
TUMp ANP ST4Y ON THE ROAP J 


THIS METALLIC pOOL Will 

BRinq tears to youR ryss- 

WELCOME TO COURSE 6) 


after you 4 ET pone staRinc, at hxm, hop on, you can steer him! 


%XO *3 

W 

•« **66 

I 

•XC *X66 K! 

■ 

% pi 

f 

• 





s 

& R 

k 

f 

11 




THIS WARp. LOCATEP UnPER 6. HUC.E EVE, TAKES YOU TO AN ISLAND WHERE A HAT ICON AWAITS- fly ON 
OVER TO THE FIRE IOC,. fROM THERE IT'S AN EA^y WALK TO ANOTHER STAR. 

LEAp INTO the volcano 

1 ***■ anp prepare youRCdf 

I -'M- FOR A FIAMXNC HOT 

J? .-V t- plATfORM CHALLENGE. 

THERE are two STARS 

^SBSSSgj* _ ' — _ TO BE HAP, ONE HARP, 

4 * N. ANP ONE HARPER. gE CURE 

,, \ TO CTOp ANP TAKE IN 

A . A f ' THE SPLENDOR OF THU 

^ AWESOME SUg-lEVEt. 


TUMp PlRECTly 
into this WAll 

LOCATED OppOSITE 

course t. xf you 

THOUGHT STAR- 
C.ATE WAS COOL 

wait till you 

C,ET A LOAP OF 
COURSE »! 











THIS WACKy gUZZARP COVES MARIO'S HAT. KICK CM IN IMF FGG CHUTF ANP 
RFCCA1M WHAT'S RlQHTfUlty yOURS. 1 (MARIO'S 'PO MN'T pRFTTy) 


TRlplF TUMp ONTO THIS 
pCATFORM ANP C,Ri,6 
F1THFR THF SURfXN' 
KOOpA SHFU OR THF 

FIRST, SURF 


FiyiN' HAT. 

OR Fly TO THF FASy ST<i 
COCATFP IN THF pyR/k- 

MXP'S SXRT- SfCONP, Fly TO EACH TOWFR, GRAgglNG THF yFl- 
COW COIN FROM EACH, WITHOUT TOUCHING THF GROUNP. (yOU 
CAN CanP ON THF TOWFR ANP TUMp 3 T1MFS TO RFGA1N 
FUGHT.) SUCCFFP ANP THF TOp Wtlt glOW OFF THF pyRAMlP. 
whfn you rf-fntfr you'u gF Agtc to fntfr thf room in 
thf cfntfr of thf sanp. hfrf you'u fic,ht onf of thf 
COOIFST gOSSTS IN THE game. 


TUT (Ugf* 

Rf 9f AT THf 
S*Mr pAT- 
tcRn. m 

SOON M 

THf flRfT 
PMS^S. Run 
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t OBTMNlKK. 
SEVFNTy STXRS, 
gy EITHER 4FT 
TXNCi Ml SEVEN 
IN XHF FIRST 10 
COURSES OR, 


- SEXRCH- 
1NC, OUT THE FIF- 
TEEN HXPPFN FISEWHfSF 
XNP IEXV1NC, CERTXXN 
COURSES XNCOMplETE, , 
you'u be xbie to unlock 
BOWSER'S FXNM UlR. 

bowser seems ixkf E4.sy 

Wll XT FIRST BUT 

you'll think other- 
wise THE SECONP XNP 


ESpFCIMly THE THXRP 
TIME you MEET HIM. 
HIS THXRP InCxRnX- 
TXON I'VE NOT shown, 
SINCE HE IS visigiy 
PXFFERENT. THXT is 

reseRvep for you. I've 
MSO shown X IIM- 
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BOWtFR 1 


UOW^FR 2 


NUMBER of SHOT* of COURSE* 1-15 XN THE INTER 
E*T OF PRESERVING THEIR SplENCOR. THERE ARE 
Al*0 TON* OF HIPPEN *URpRX*E* THROUGH- 
OUT *UpER MARIO 6H A* WELl A* A REAlly Vs 
GREAT SURPRISE ENPING IF you BEAT XT „ 

WITH 170 STAR*. WET l RETURN AFTER THE » 

NAG HA* IAUNCHEP XN THE U* WITH A COM- 
PUTE STAR GU1PE. UNTll THEN, SAVE yOUR COIN* 
FOR A N1NTENPO ty. XT MAy, INPEEP... 1 

CHANGE EVERyTHXNG- 
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DIFFICULTY - ADVANCED 


I opening paragraph to 
recount "great moments" in 
our anticipation for the sys- 
tem and its games, all 
before making a compari- 
son with other recent flight 
titles and how much better this one turned 
out to be. Instead I think I’ll simply limit myself to 
ing that Pilotwings 64 is in a league of its own, beg- 
ging for no comparisons with other series; and as 
such, it’s one of the most relaxing, entertaining 
games ever made. 

This brings me to a dilemma; How can I begin to 
describe what it's like playing a game that, not so 
long ago, would have seemed possible only on some of the more 
recent models of arcade hardware or an SGI workstation? Trying to measure out 
how far advanced P64 is over its Super Famicom/Super NES predecessor is a pointless exercise; it’s 
like trying to describe three dimensions to one of the two-dimensional denizens of Flatland. (That actu- 
ally turned into a better analogy than I planned...) The detail found in the game's environments is 
breathtaking: Small carnivals, metropolitan areas, and industrial worksites dot the land; hid- 
den areas exist that can only be found after taking the time to closely scrutinize the layout of 
the environment; and almost every object is covered with textures so lush they appear to be 
Nintendo/Paradigm 
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WHEN YOU TAKE A 
BREAK FROM MARIO... 
HERE'S YOUR GAME! 








taken right out of Kai's Power Tools (and stay that way, no matter how closely they 
are scaled; such is the power of hardware mip-mapping). Just viewing the area 
maps demonstrates how much a particular land has to offer. You can rotate a map 
in any manner you choose, scaling out to fit the entire land onscreen, 
or scaling in so close that all of the individual landmarks scattered 
over the Little States, for instance, can be examined. As you may 
have inferred, this all makes for some incredibly picturesque 
scenery, and I mean that quite literally: while flying in certain vehi- 
cles, you can take photographs of whatever is onscreen, saving the 
image for later viewing in your album at the option menu. 

Since I mentioned vehicles, it might be best to describe them 
next - after all, these things are essentially 
the core of Pilotwings. 

The Hang Glider 
Rocket Belt return 
from the original game 
as two of the three pri- 


mary means of flight; the other is the Gyrocopter, which can be 
looked at as an “improved” Light Plane. You start on the Beginner 
Course and, after receiving a Bronze Badge or higher in each vehi- 
cle’s stage, you progress to the next course. Score all Silver or 
Gold Badges and you’re entitled to swoop through free-flight 
sequences in the guise of the Birdman. Receiving 
those badges also opens access to events using the 
game’s remaining three methods of flight: Sky 
Diving, the Cannonball, and the Jumble Hopper (a 
pair of boots rigged with high-powered springs). 

Each event is played completely differently, and all 
take some getting used to. Until that occurs though, 
don't be surprised to find yourself craning your neck 
and moving your arms wildly in an effort to empha- 
size your movements on the controller (even if the 
last time you did this was in 1 987 trying to “make 
Mario jump”). You’ll swear you're experiencing real 
flight. And by the way - using the 3D stick instead of 
the D-pad works beautifully; there’s just no other way 
to get the kind of precise movements demanded by each event. 

Whatever method you choose to fly, the handling differs with each 
character you can pick. There’s a chart in the manual that will help you 
keep track of who’s good for what; but a first look at these characters 
may make you wonder if they’re good for anything. See, they're a little 
quirky; not quirky in the sense of “glitchy," but “quirky” in the sense of, 
“That Tim Leary... sure was quirky, wasn’t he?" There’s Lark, Kiwi, 
Goose, Ibis, Hawk, and Hooter. I think Hooter’s characterization is par- 
ticularly mentionable, the manual describing her as “a girl of sexy pro- 
portions." (RS.: Hooter will become “Robin" in the American version. 
RRS.: I’ve been instructed by Nick to mention that all the characters are 
named after birds. All the characters are named after birds.) Also 
quirky is the music: pieces of certain tracks brought back memories of 
particular songs by such artists as Steve Winwood, Paula Abdul, and 


Kool and the Gang. To blame the limitations of the cartridge format for 
this would be like laying blame on an eight-track cassette because 
there was a recording of the Eagles’ “Hotel California" on it. 

No use dwelling on swill in a review for one of the most incredible 
games in recent times. Pilotwings 64 is a giant leap over any sort of 
flight sim previously done on the next-gen systems. After seeing the 
capabilities of Nintendo 64, it will take an amazing programming team 
indeed to replicate anything close to P64 on a 32-bit system. Besides 
detail, P64 also brings with it the feeling of a solid, finished game that 
never eludes a Nintendo release. Miyamoto has made magic once 
again, and Paradigm has turned their skill at developing simulators for 
the military into a more worthy cause - making an incredibly enjoyable 
video game. You'll pick up Pilotwings 64 again and again for years to 
come; it’s destined to become a classic. EL 
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BEGINNER COURSE: All three Beginner Courses take place on Holiday 
Island. This, the first, is an easy exercise that will allow you to get used to the con- 
trol of the Hang Glider. Simply follow the path marked by the rings and fly 
through them. Jjj/hen you approach the target, try your best to make a gradual 
descent and land in the bullseye. 


iMBmB 


21 


Course A: There are two tasks f l V i KjJ W jB I I r ~**Yinr _ 

which you get to try your hand at T* ./ / 1 C 

on this stage, snowy Everfrost kf& It-' I 

Island. The scores for both are L j 

cumulative and each requires a 
passing grade of 140 points. This kind of cumulative 
scoring is used in all events from this point on in the game, as every course 
has multiple tasks. 

Task 1 is the Photo Cruise. Here you’ve got to glide through the near-arc- 
tic region of Mount Everfrost and get a few quick shots of your subject 
before landing in the target area. Choose the “Sample Photo" option to get 
a glimpse at the subject - the flames rising out of the top of the tower - and 
then head towards that location and get six shots of the blaze. You don't 
have to be Avedon, but you do have to try and get as accurate and sym- 
metrical a picture as possible. Also, don’t be afraid to fly through the 
flames, even though you’ll be singed. This ^ 

won't hurt your character; — , — — — 1 p-j — 




just don t get too distract- 
ed, as you’ve got to come 
down as evenly as possi- 
ble and make a smooth 
landing. You might find it 




useful to use the C button to change your 
view as you head towards the bullseye. 

Task 2 is the Chicken Dive. This may 
seem intimidating at first, but once you get 
the hang of it things will be a lot easier. As 
you start, you run off a snowy cliff and dive into the air. Then 
plunge from the amazing height of 487m, pressing directly down with 
the 3D Stick, and swoop through the serene river valley between the 
sheer walls of the mountains. Try and go through as many rings as 
possible, and then bank a hard left. You’ll want to start this turn 
around the second or third from the last ring so as to avoid crashing 
into the giant mountain in front of you. Fly through a wind current and 
swoop up onto the target area. 
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Task 2 is Photo Cruise 2, and as the 
name implies, you’ve got to snap some 
more pictures. The targets in this run 
are the whale that emerges from the 
sea and the water fountain. There are a 
few things that are difficult about this 
mission. First, the whale is a moving 
target; second, you've got to get three 
shots of him taken from a front angle. Your second subject is the water fountain 
located in between the coastline resort and the target. To capture this image, take 
the shots as you're swooping down for your landing. 

The last task is Seagull Wing. The numerous updrafts scattered about the area 
are there for a reason - to help keep you aloft. Your goal here is to stay 
in the air for three minutes; once you hit the required time, swing 
around to the target located near the huts and have a go at a safe 
landing. Not as easy as you think! 


Course B: Crescent Island is the setting for the third Hang Gliding portion 
of the game. There are three tasks to be completed in the Course B events. 

The first task is called Velocity Square. The island is overcast and 
engulfed in fog on this particular run, lending shades of olive green and pale 
blue to the stage’s composition. The object here is to fly through the mas- 
sive updrafts of wind until you reach the height of 400m above sea level. 
The trick is to keep an eye on your velocity, making sure it doesn’t dip too 
low. After attaining that altitude, land on the target located on the rocky 
“shelf” stuck to the side of the mountaintop. 
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Beginner’s Course: The “Light Plane" of Pilotwings 64, the Gyrocopter is the 
easiest vehicle to handle: imagine 3D flight-sim control that handles exceptionally 
well. Pressing Z brings up a sight; releasing the button fires a missile. Amuse 
yourself with potshots as you progress through the stages. Your objective here is 
to fly through the rings over the island, and then come down gradually, cutting 
speed and braking until you stop completely while on the runway. 


over touristy Crescent Island. There's 
minimal strain on this course, so expect 
to gain the highest number of points 
using this vehicle. 

Task 1 is the Sky Maneuver The mis- 
sion here is to navigate around the 
entire island, finding the rings strewn 
about and flying through them. 

Completing this in a short time is essential to get a cache 
of points. If you're used to flying games, the Gyrocopter 
should be the vehicle you’ll initially feel most familiar with. 

The second task is named Strike Ace. Your goal is to 
seek the three targets placed around the 
island and blast them 
with your 

To bring up your sight 
and shoot, press Z. 

You'll have to perfect 
your aiming though, 
as the sight is placed 
slightly below the 
Gyrocopter, and not 
directly in front of it. (It 
might be useful to press 
R and get a behind the 
cockpit view instead of 
the normal one.) As with 
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you can 
j up the 
sight and then release to 
fire when you feel it’s prop- 
erly aligned with your target. 

Course B: The Class B tests take 
place in the Little States. This is 
nothing you haven’t seen 
before, although the third task 
here is a little different than 
anything you’ve experienced 
so far... 

Task 1 is Mississip 
Storm (I’m not forgetting 
the “I”). Here you get to 
tour riverboat country 
while you do the regular 
batch of ring work. The 
rings are placed in 
some pretty tricky loca- 
tions this time, though - 
underneath bridges, for 
instance. Be careful com- 
ing in on the landing strip: 
it’s close to the last ring and 




The amount of detail in 
Pilotwings 64 ' s courses is 
phenomenal. Long and wind- 
ing caves shrouded by 
refreshing waterfalls, valleys 
cut by rushing rivers, and 
immense man-made struc- 
tures can all be found on this 
tiny cartridge. But no stage is 
more elaborately crafted than 
the Little States, the highlight 
of which is arguably the 
spectacular launch of the 
Space Shuttle. 


blast the big 

GUT TO BITS! 


slightly obscured by some mist. 

Metal Horizon, the second task, takes 
place in the Grand Canyon at nighttime. 

With the moon overhead lighting the entire 
canyon, you've simply got to fly and 
around and blow up every target before 
coming in to land. 

This is where things get a 
Task 3, Hawk Attack, pits you against 
a giant robotic version of Hawk 
known, appropriately enough, as 
“MechaHawk." You’ll find him run- 
ning around the Midwestern coun- 
tryside. Once you get close 
enough to get a stable shot, blast 
him; five hits will fell the giant. 

Beware - MechaHawk throws 
rocks at you which, should they hit, 
will deduct 5 seconds from your time. If you want 
to destroy these with your missiles rather than dodging them go right 
ahead. Just remember an excess of fire will make MechaHawk go crazy; 
he’ll run over buildings and up the side of the mountain just to escape. 
Destroy him as fast as possible and then head for the runway. 
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Utt * I BEGINNER COURSE: This 

i SEjj4|^ai| course is fairly easy: your mis- 

I sion consists of flying to the top 

I of the castle and ramming 
directly into the orange balloon 
to pop it. The Rocket Belt is 
much easier to use than the Hang Glider - to get a light blast, hit B; for a more 
intense one, press A. If you run out of fuel on this stage, you've got big problems. 
It shouldn't be hard to get a perfect 100 on this or any of the Beginner courses. But 
don’t think Holiday Island isn't without its secrets: find the hidden star to go straight 
to the Birdman course, or fly through the cave to emerge in the dead of night! 


Getting 1 00 on the two tasks in 


Course A: H H 

this course is a different story, though, fcfc. ^ 

The Rocket Belt missions of Course A take ^T,_ r 

place in the Little States - appropriately 
named, as the area is an “SD” version of 

the U.S. (although one not exactly set to scale). All major landmarks 
are included in the Little States as beautifully textured recreations. 
For this reason, you may be tempted to abandon fulfilling your 
objective. Feel free to do so; you can always restart, and there's no 
pesky flight instructor to scold you this time around. Check r 
out Mount Rushmore or the Statue of Liberty for thrills! 

Task 1 is called Metropolis Dance. Your mission is to fly 
into the metropolitan sector of L.A., managing to make 


your way through the rings that dot the course. You shouldn't have 
too many problems passing this area; just keep in mind the some- 
times excessive force that pushing the A button will produce. Be 
careful collecting the red bonus rings located under the overpass 
and between the skyscrapers as well. 

SS'ifl .v'i- " — , Remember that time is the key 

factor to score high on the 
Rocket belt 

I The S m what ci sturbincj title 

*»■ o' Task 2 is Touch & Go " This 

- . I event can perhaps be better 

described as Freefall. with a 

Little Help from the Rocket Belt." 

Basically your task is to dive 
from a high elevation of 324m 
. ; Ml anc j | an( j on t h e targets which will 
< BfeSn I open up underneath you. Try 

— »Tt| -jTffjft : ^| and be as accurate as possible 
rely more on the B thrust than the 
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A - and beware of the wind gusts. You 
may find it useful to use the C button to 
get a better view and see what's under 

your feet. The standard view is not 
recommended. One other pointer: try 
not to bounce on the target, and come 
in on them as evenly planar as you 
can. When you're all through, land on 
the target. From here you can stand still 
turn and survey your position before making the next move. 

Course B: The events in this course all take place on Everfrost Island. 

Task 1 is called Balloon Balloon. If you’re not a Rocket belt whiz, the frus- 
tration level can run quite high here. Pop the two large blue balloons, and 
then pop the several orange ones that emerge from the blue. 

The first set bobs up and down, and the second bounce all 
over the place. (God bless chaos theory, eh?) Be sure t 
make good use of your air brake here. 


Task 2 is Jingle Road Here 
you fly through a series of rings 
scattered at various elevations 
throughout the area. The ones that 
resemble a clockface are “time rings," 
red bonus rings that transform into 
normal yellow rings after a certain 
amount of time. 

The third and final task is Ironhead. 
When you begin, there is a large blue 
ball sitting still: Repeatedly bump into 
it, guiding the ball into the large cylin- 
drical goal area - you can’t miss it. 
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we received, which might 
be attributed to the amount 
of characters and the limits ot 
cartridge memory. The characters 
themselves have an extremely clean 
look to them, courtesy of the N64's 
better-than-arcade resolution capabil- 
ities. In the sound department, the 
samples are perfect and all your 
favorites are included. For some rea- 
son the music is low-grade, sounding 
similar to the SNES versions. 

Perhaps all the memory dedicated to 
the samples didn't leave much room 
for the music. 

The play mechanics have been 
modified to accommodate the merg- 
ing of the older and newer (combo- 
oriented) fighting systems and char- 
acters. We'll delve deeper into this 
aspect of MK Trilogy in future issues 
of GF, as well as updating details 
regarding characters and secrets. 


or not, this game has to be appreci- 
ated for the sheer amount of play at 
your disposal. Everything is here. 

All the main characters ever seen in a 
Mortal Kombat. All 27 backgrounds 
from every game. All the secrets plus 
new “Kombat Kodes" never seen 
before. Right now, there are three 
secret characters (one of which is 
Johnny Cage, who's legal problems 
seem to have been resolved). 
Surprisingly, everybody has a full 
ending, which equates to at least 
twenty. 

Graphically, everything is arcade 
exact - which is good and bad. The 
backgrounds from MK and Af/tfhave 
been polished slightly, and MKTs are 
unchanged. The character animation 
was missing y 

some frames in 
the test 

c °pv / / 1 Ji? .iii 
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Or. Beasts ^ 

BeheHioths. 


Is THAT A BABE 
in LEOTARDS 
GivinG you ah 
AEROBiCS WORKOUT... 
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Oi* is iT a FLArrnnG Fi ehd 
IfRESH FROm THE PiT 
wko WAHTS His CLAWS 

in ygIur charred corpse? 
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BOSS 2 - PUFFY' 

Fat boss action approaches' 
Putty is an obese legless 
opera diva who resembles a 
mutated beach ball Laced 
with soprano wails the 
soundtrack during this part is 
especially notable 






SPRING VALLEY 


BOSS I GILLWING' 


M | Valley This will be Claris' 
! first encounter with the 
5*S?i strangely androgynous 
=£2; NiGHTS You shouldn't have 
problems yetting a hiyh 
SB { yrade on this level 


your mouth " NiGHTS has a n, 
muy but he'd never be able 
Gillwiny inside In any case G 
will still knock the sense out 
purple clad harlequin should 
too close to those spikes 


SPLASH GARDEN 

| One ot the easiest stayes to clear in 
j the game Splash Garden is a fantastic 
I beach world that contains many inter 


era angle switches to an overhead 
|>ers|>ective as you enter the sandy 
grove in which a massive flower clock 
keeps time' This is only a small sum 
pie of the wonders of Niyhtopiu 1 
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LATER LEVELS 

The wicked Slick Canyon is 
more lun than a barrel o( 
drunken monkeys Latch 
onto a metal platform to take 
a roller coaster ride fly 
through a magnetic field and 
become incredibly attractive' 


FROZEN BELL 

You won't be served ice cold Big Border 
Supremos here but here's some food 
t i thought dally too long in this sub/e 
ro wasteland and you'll tie visiting the 
Lskimus literally Since nobody wants 


BOSS CLAWS 


iAze wi 


■t all the blu* 

spheres i 

i the hy|n 

rating bobsle 

1 race' Or 

be a Boxc 

illy and hitch 

i ide < >n the 

yellow trai 
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be under the thumb of any ruler. He enlisted two children - Elliott 
Edwards and Claris Sinclair, a duo that answers the question, "What 
if the Neutrinos from TMNT mated with the Duracell family?" - to help 
free him and make the revolt against Wizeman a reality. 

A different wise man once said, "Nothing is real," and after play- 
ing NiGHTS I can't help but recall how right he was By now you've 
certainly read about the game's colors out of space and amazing , 
level layout, the worlds of NiGHTS are fantastic collages of the sur- 
real sort The shots on these pages will help give you a better idea 
of the game's imagery than my words could ever do, but one 
needs seeing the game in motion to understand the frenetic form 
that is NiGHTS. When you begin playing, one of the first things 
you'll notice is how similar the game design is to Sonic. By this I j 
don't mean the layout or even the gameplay; it's that totally jl 
chaotic feeling that Sonic exuded the first time you played the u 
game. NiGHTS relies less upon careful exploration and more ■»— 

upon having fun by whipping through the air. Like Sonic, you become 
better and better the more times you play the game, remembering exactly what is 
where in each level. It's not difficult to become good, either - NiGHTS is so 
easy to control that you'll be pulling off crazy maneuvers 
j after only a few sessions. 












NiGHTS' RIVAL 

Meet Reala NiGHTS' Nightmaren 
counterpart but a bad seed 
nonetheless In this the lust duel 
before taking on Wi/eman the two 
lock in .in aerial bottle where each 
opponent blazes past the pther and 
tries to spin a vortex around his foe 
Reala isn't that hard |ust don't get 
disoriented 


The stages - or "Dreams," as they're called - are divided into four sectors. Although the 
area is completely 3D with sections in the distance still visible, you are limited to following 
a certain path until you find 20 blue spheres and deposit them in the "Idea Capture." This 
is a massive holding tank which will release a glowing sphere called an "Idea" that must 
■jS then be returned to the starting point. Collect all four and it's off to fight the boss. Of 
'W course, you can't progress to the next stage unless you've received a passing grade in the 
Jl current one. Grades, which run from A through F and include the seldom-seen "E," depend 
on overall performance. This includes beating the stage quickly, collecting as many points as 
j possible, and pulling off a number of consecutive acrobatic motions. 

On the way through a "Dream," you'll come across many Nightmarens (i.e., enemies). 
I Nightmarens can be destroyed by being dashed into (press A, B, or C), or by being sucked into 
a hole in space created whenever NiGHTS does a loop around the creature. Although they 
won't injure you, contact with Nightmarens will take points off of your time. Don't think this 
isn't punishment; once your time runs out, you're forced to continue through the Dream as one 
of the bizarre children. This entails traversing the stage on foot (but going in any direction you 
wish) and, should you survive the beam of the alarm clock that will come into pursuit, returning 
to the start to receive a big fat "F" as your grade. 

Ultimately the question asked is: "How does NiGHTS compare with Super Mario 64?" I have 
an opinion, but because the two are completely different kinds of games (much further apart than 
the similar platform qualities shared by both Sonic and SMVV), I'll keep it to myself in an effort 
of fairness. (If you're still curious, you may want to refer to the Viewpoints...) 

Regardless, NiGHTS is spectacular, and a must-have for every 
94 ' 1 , m - - Saturn owner in the world. After all, "It's a 

5/$X£Q(l t ' - Dream Paradox." EL 
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BATTLING JACKAL! 

Jackal is .1 frightening Nightmaren 
who attempts to deal NiGHTS a 
killing blow From the onset this 
boss will throw a triplet of cards 
NiGHTS' way you've got to swoop 
up and down dodging their path 









Wow... that was fast. 

Not four months A I 

after first playing 
Alpha 2 in the 
arcades, I’m playing a 
Saturn beta version. / j 
Although very, very / 7 
early (only eight of . ( 
eighteen characters are jm 
playable) the Saturn 
version of Alpha 2 is 

looking to be an excellent 
translation. 

* Jr 9 Although it’s 
^ already apparent 
rrs Aipiia 2 may suffer 
kjk y from the “animation 
MB', „ cut” problem of Night 
3Fj| Warriors, the game 


arranged 
\ tunes, as in 
v \ Alpha 7, take 

1 some... uh... getting 
^ used to, but at least 
they’re not as bad as 
v - 3DO Super Turbo. 

What more can be said? 
Expect a perfect-playing ver- 
sion .of Alpha 2 in a few 
months. Next issue we’ll take 
a look at the SNES and 
PlayStation versions of Alpha 
2, so join us then! CS 


\ cates the arcade’s paral- 
WjJ lax-laden backgrounds 
flawlessly. There’s no 
word on whether Alpha 
U 7’s awesome modes and 
options will be expanded 
upon in this version, but 
^^this beta already sports 
two cool home-only features: 
Arranged music and voice 
announcements for all of the 
characters (e.g. “Ryu!” 
“Sakura!,” etc.). The 


SEGA SATURN 


iP'M SNAPPY 

WHEW! SFA2 AT 
HOME IN FOUR 
^ MONTHS!!' 


a Artwork © 1 996 Capcoir 
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PUBLISHER - EIOIS 
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I Of PLAYERS - 1 
DIFFICULTY - INTERMEDIATE 
AVAILABLE - NOVEMBER 



EVIL LIGHTS 

Talk about being in the 
hot seat! 



Care is covering all bases on their 
upcoming title Machine Head- 
they're currently working on versions 
for the PC, PlayStation, and the j 
Saturn. We took a look at the PS ver- 
sion in Vol. 4 Issue 5, and now we 
bring you a glimpse of Machine Head 
Saturn. 

This time we’ve got a story, too. 
You play the part of Kimberly Stride, 
a scientist who’s got the unfortunate 
objective of cleaning up the mess 
made by a mad scientist. It 
seems the good doctor 
has done a bit 
more than 
throw 
some 


sodium in a sink full of water; he’s 
inteefed the Earth with a super-virus 
known as "Machine Head," and it’s 
Dr. Stride's mission to eradicate all 
mutations. There's one slight hitch, 
though - her assistant Orville has 
strapped her to the smart bomb she 
developed to combat the virus, and 
that’s the “vehicle’’ she must 
ride through the litteen 
areas of the game. 


Machine head looks 
great - really great. 

As in “best 3D 






All artwork ©1996 Core. 






HAT THE HECK IS SHE 


game on the Saturn” kind of great. The 
details of each level and the textures cover- 
ing every surface look outstanding. And. 
surprise: Saturn does light-sourcing. 
(Although, after seeing some of the latest 
Saturn titles, that phrase may become super- 
fluous.) The closest thing to which Machine 
Head can he compared is Descent , but this is 
much better - the shots don't lie. Core's 
tightening the game up as we speak, so we'll 
bring you a closer look at the finished ver- 
sion soon. EL 
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DIFFICULTY ADVANCED 

— AVAILADLE SDMMER 

minutes ' later'' into the game). Please trust 
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A quick run-down on Need for Speed's 
history: Way back when, 3D0 owners 
were starving from a serious game 
famine that, incidentally, 
never seemed to leave. 

When NFS was 
announced, everyone 
rejoiced; too bad its 
release also showed off 
the game's serious, urn, 

“need for speed.” In 
other words, NFS was 
much more a driving game 
than it was racing. 

Thankfully, EA has correct- 
ed that heinous problem 
on both the PlayStation 
and Saturn versions, and 
that makes for a far more 
invigorating experience. 

In Saturn NFS, you have 
the typical group of one- 
player modes to pick from, 
but also can enjoy one-on- 
one split-screen fun with a 
friend. The courses are 
the same as in the 
PlayStation version; the 
City, the Coast, Rusty 
Springs, the Alpine 
region. Autumn Valley, 
and Vertigo Ridge. 

Although I wouldn’t exact- 
ly call the courses 
intense, there are some 
pretty tight turns to navigate; in the 
Alpine stage, there are even some 
breathtaking jumps. Drive a little too 
fast, though, and don't be surprised to 
find a trooper breathing down your 
neck, hoping to make quota and pull 


you over. 

You can choose from one of eight 
vehicles to blow through these areas, 
including the Carrera, 
Viper, Diablo, and Ferrari 
51 2TR. Sure there's con- 
stant pop-up assault, 
buildings and billboards 
that are super-pixely when 
they scale by. and a yel- 
low dividing line which 
only seems to stretch 
twenty yards ahead of your 
car at all times before 
Completely disappearing. 

despite these flaws, 
those aforementioned 
vehicles contain some- 
thing that's a desirable 
trait in a racing game: 
control. There’s no slip- 
loose feeling that 
takes a lot of adjusting to 
before you can finally fin- 
ish first regularly; they all 
handle exceptionally well. 

Overall, Saturn Need for 
Speed is a great racing 
title (with some great 
music, I might add). 
Unfortunately, the 
PlayStation version is 
going to have to contend 
with the exceptional new 
Burning Road, and the 
Saturn’s already got Sega Rally. But if 
you really wanted to like the 3D0 ver- 
sion, or are someone who simply must 
have every piece of Road & Track mer- 
chandising, then you might as well give 
the new NFS a try. EL 


A DEFINITE IMPROVE- 
MENT OVER THE 3DO 
VERSION. 


SEGA SATURN 

DEVELOPER - EA 
PUBLISHER - EA 
FORMAT - CD 
# OF PLAYERS - 1-2 
DIFFICULTY - INTERMEDIATE 
AVAILABLE - NOW 
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Buljsy got off to great start bacfr in' 92 by 
starring in one of that year’s best action 
platform titles. Since, however, he’s endured 

a tragic 16-bit sequel, and a less-than- | 

spectacular stint on the now extinct Jaguar. That’s 2 

lives down. Can Mifre Berlyn’s Eidetic resurrect the Cat, 

or is he destined fo^the Dog found- 

GF: What is it exactly that you are 

doing to make Bubsy stand out in the 

growing arena of 3D adventure 

games? 

MB: We’ll be actually shrinking the 
player and putting him inside the TV... 
no, just kidding. We’re focusing on 
high variety of game play, including the 
patented AtomCam. Outstanding char- 


or** 
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Marjf Blanc (MB) co- founder of Eidetic is doin’ the talking as interviewed by Jay 
hiryear (alias Kid Fan) in mid- June with Bubsy 3D (approx. 507. complete): 


acters, graphics and animation. Heavy Oregon, 
use of audio/voice/interactive music. GF: Wf 
A unique 2-player game which creates project: 
a frenetic competition between two MB: 
people. And, of course, HUGE levels started 
with plenty to explore! 3D in 

GF: Who conceived Bubsy 3D? 1995. 

MB: The original creator of Bubsy, GF: 
Mike Berlyn, and his partner, Marc many 
Blanc. are vi 

GF: How many original Bubsy team on Bubi 
members are working on Bubsy 3D? MB: Ou 
MB: If you mean from Bubsy 1, then has tt 
just one, Mike Berlyn. If you mean over-thi 
from when we started on Bubsy 3D, hard, 
then five. ideas o 

GF: Tell us about Eidetic, some, 

t ine. making 

MB: Eidetic, Inc. was design, 
founded by Marc in what 
Blanc and Mike it. It’s 
Berlyn who had great g 
worked together at GF: Is t 
Infocom. Marc was book ai 
a founder of Infocom MB: Th 
and the creator of effects 
Zork. Mike and Marc (ADPCP 
enjoyed working sound 
T \ together, (ADPCP 
V and its owr 


they got to do some design work on 
coin-op games. Over the years they 
worked at Infocom, Marc and Mike 
developed a great rapport, and shared 
a common language and understand- 
ing of game and game design. 

Eidetic is currently twenty-three 
people dedicated to making leading- 
edge products. We like being small as 
it lets us all participate in the creation 
of the products. We’re located in 
Bend, a small ski town in Central 






GF: When did you officially begin the 
project? 

MB: We 

started Bubsy 
3D in April, 

GF: How J 

many people 
are working 
on Bubsy? 

MB: Our team 

has thirteen L 

over-the-top people working insanely 
hard. Each of them has contributed 
ideas on how to make the game awe- 
some, and that has contributed to 
making the product what it is in 
design, in what you see on-screen, and 
in what you experience when you play 
it. It’s an amazing example of what a 
great group of talented people can do! 
GF: Is the music in Bubsy PCM or red- 
book audio? 

MB: The Bubsy music, voice and sound 
effects run the full gamut - streaming 
(ADPCM) audio, MIDI music, digitized 
sound effects, and streaming 
(ADPCM) voice. Since each level has 
its own music, and the music is lay- 
ered by each visible creature’s musical 
^ theme, and the sound effects are 
layered over them, and Bubsy’s 
voice is layered over all of that, 
% we wouldn’t be able to do the 
^Lgame justice by having the 
■ music be limited by redbook 
/I audio. Phew! 

U GF: Will you incorporate and 
M CG or FMV? 

MB: We’ve worked very hard 
to create a strong sense of 
* Bubsy (his purrsonality) in the 

game. We've introduced “inter- 
mission” movies which are played 
when the game player leaves the 
controller alone for awhile, as well 
as cool “death" moves. In addition, 


on completing a level, the player will 
see an end-of-level movie while the 
scores are tallied. This end-of-level 
movie is really a gag movie which 
shows Bubsy in a short cartoon relat- 
ing to the environment. All of these 
movies are animated by hand, then the 
3D models are shaped to match the 
2D animation. This enabled us to cap- 
ture Bubsy’s body language and have 
the 3D Bubsy be consistent with who 
he is. Each of these movies are 
designed to entertain above and 
beyond playing the game. 

As the player leaves Bubsy alone for 
even a few seconds, he starts to dis- 
play his impatience and eagerness to 
continue in the model’s animation. 
And when the player swings the cam- 
era around, well, Bubsy goes a little 
over the top. 

GF: Exactly how big is Bubsy 3D? The 
levels I’ve seen look huge. 

MB: Huge hardly conveys the sense of 
it. They're bigger than huge, since 
huge is a 2D concept! First, the levels 
are not long strips, like they are in 2D 
sidescrollers or platformers. Nor are 
they flat, table-top areas with objects 
stuck on the ground, like a flight sim. 
Game play in Bubsy 3D is “cubic” which 
to us means that there’s interesting 
things going on up, down, left, right, in 
and out of wherever you are in the 
level. 

GF: Are you utilizing all the 

PlayStation 3D capabilities? 

MB: And then some! We’ve made a 
game with NO pre- 
rendered sprites 
- each and every 
character on 
the screen is r k 

s:,"* 'Wl 
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polygons. We have the PlayStation 
lighting everything, and we use all the 
lights the PlayStation provides, espe- 
cially for our underwater special 
effects! 

We use flat, unshaded polys, flat shad- 
ed polys, sprites (for the score & text 
stuff], flat textured polys, Gouraud 
shaded polys, and Gouraud shaded tex- 
tured polys. Did we miss any? 

We stream audio, stream video, 
and stream video with audio inter- 
leaved. We have MIDI flies, digitized 
audio, and we ship crickets so players 
can put them inside their machines to 
make cricket chirps... well, maybe not 
the crickets. 

Anyway, when Bubsy’s done with 
the PlayStation, the PlayStation has 
had a real workout. 

GF: Was the decision to go with flat 
shaded polys in the interest of speed 
or the look? 

MB: Since Bubsy was going to Rayon, 
the home of the 
Woolies, we 
wanted to create 
a wacky, fantasti- 
cal place, where 
the player feels 
that anything 
could happen. Since 
no one else has been 
there, we had to recre- 
ate the look and feel of 
the planet as we remem- 
bered it from the last 
time we were there. But 
seriously, from the very 
beginning, we want- 
ed to create a very 
angular, cartoon 
place, and we 
V focused on our mem- 

* ories of the 

Jh Warner Bros. 

cartoons 
from the 
late '50s 
through 
the '60s 
for inspi- 



ration. 

We’ve been » 

constantly' 

striving to keep the focus of the play- 
er's attention on game play - on Bubsy 
and not on the backgrounds. One of 
the easiest and simplest methods of 
accomplishing this was to use flat 
shaded polys for the environment. 
Keeping the environment less graphi- 
cally intense than Bubsy while still 
being interesting has been the chal- 
lenge. 

One of the things which quickly 
became obvious was that Bubsy 
“popped” on backgrounds of flat polys. 
Since he's Gouraud shaded and tex- 
ture mapped, he’s very easy to see. 
That also applies to all of the crea- 
tures from Rayon - they’re easy to 
spot. When you’re surrounded by ene- 
mies, it’s nice for them not to blend 
into the background! 

So, from the very start, it was look 
and not speed which drove all of our 
creative and technical decisions. The 
other PlayStation/Saturn product 
we’re working on is completely tex- 
tured - that’s what its look demanded. 
GF: Are you using any light source or 
Gouraud shading? 

MB: Everything, including the charac- 
ters and the environment, is light- 
source shaded except for the atoms, 
and all the characters and objects with 
which you have to interact are 
Gouraud shaded. In addition, the char- 
acters are texture mapped, model ani- 
mate, and the textures on the models 
are animated. By not shading the 
atoms, the pop from the background, 
so they’re easy to spot like the ene- 
mies. 

Gouraud shading is 
used without regard to _ A 

speed considerations - 
our decisions to texture 
and Gouraud shade are 
based solely on "look” 
issues. 

GF: Will you do a Saturn 
version? 
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MB: Our Saturn version is in the works 
and should ship shortly after our 
PlayStation version. 

GF: Of the three current next-gen plat- 
forms, which do you think is the most 
developer friendly? 

MB: We have no experience with the 
N64 as of yet, so we can’t really com- 
ment on it. Due to the early excellent 
support, tools and development sys- 
tems Sony provided (they had a bit of 
a head start], we made the 
PlayStation the lead SKU, but we are 
pleased with the quality of the Saturn 
tools as well. 

GF: Will Bubsy ever get a toy line such 
as Earthworm Jim, PR, etc... 

MB: Hey, we hope so! Bubsy starred in 
a 30 minute cartoon special that was 
shown in some major markets, and 
we’ve all got little stuffed Bubsy dolls 
here at Eidetic, but we sure wouldn’t 
mind having a Woolie or two! 

GF: When will Bubsy 3D be complet- 
ed, and what will your next project be? 
A sequel? 

MB: We’re talking 
about doing a 
Bubsy 4, and 
while we 
don’t want to 
give away any 
secrets about 
what’s on the 
designing tables, 
we don’t mind 
pointing out the 
obvious... Bubsy 
3 - Bubsy 3D. . . 

Bubsy 4 - Bubsy 
4D ?? You never 
know! 
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Anti-Gravity Ballistic Racing is back! The original Wipeout captured the attention of everyone 
in this industry, where it was one of the most well-received sleeper hits of last year. Testing 
the limits of the PlayStation was critical to Wipeout's appeal, allowing tor fast-paced action on 
huge, complex courses. The developers at Psygnosis gained an incredible amount of experi- 
ence while creating the first WO. enabling them to prepare (even then) tor a worthy sequel. 

There will be six new tracks (and a few secret ones) that can be raced this time around. A 
grand total of 15 ships are now included, ensuring a wide scope of racers to choose from. Four 
different racing classes are selectable, to better accommodate first time players and pros alike 
(the first Wipeout wasn't exactly forgiving to novice players). New additions also include pit- 
ting areas where your energy can be refilled (as compared to the first where after too many col- 
lisions - boom! No more chances). Lastly, a plethora of new. juiced-up weaponry joins the 
originals (including bombs that cake the track with rippling earthquake rings). 

The in-play graphics are as blazing as ever, and this time the new tracks feature some radi- 
cal designs packed with big backgrounds and gut-wrenching hills and banks. Half of the appeal 
of the first WO was its spectacular course construction rocketing along at 30 frames per sec- 
ond. and the six new tracks should be that much more impressive and complicated. 

Perhaps I've lead one to believe that Wipeout XL is going to be a walk through the park, what 
with the novice modes and pitting additions. No worries, however, for all the experts out there: 
Make it to the top racing class, and you'll have a whole new learning experience 'cause this 
sucker is tougher and so much faster than the original. As anticipation for the next-gen 
Psygnosis titles increases, we'll be here to cover you with screens, info, and an updated run- 
down on all the new features. /S 
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Though 


Japanese 
PlayStation’s barely been out 
for a year and half, it's 
already hosting its 3rd 
King's Field game, 

“The Story of Verdite." 

And since everyone 
shocked RPG-shy 
retailers (when will they 
learn!) by rushing out 
and buying the American 
version of King's Field [ II], ASCII 
jhas assured us of another 
prompt American 
translation of its gar- 
gantuan sequel. 

<f King’s Field III isn’t 
^ much different from the 

■+* last King's Field, there's 

just a heck of a lot 
more of it. It’s actual- 
ly four times as 
long, promises 


FROM Software, which should 
be good news for the four or five 
of you who actually took the 
eight or nine months nec- 
essary to beat KFII 
("Forget college, ma, I 
wanna beat KFIIIl”). 
The only other conspic- 
uous addition is a long, 
grainy FMV intro and a 
bunch of pretty cool cutaway 
scenes throughout the game. 

Not that a lot hasn’t been 
improved... Although the environ- 
ment quality is basically the 
same (and is starting to show its 
age, quite frankly), the spells are 
a bit cooler, the monsters are a 
lot cooler, and the music is much, 
much improved. And those who 
got a bit claustrophobic from the 
last two KFs will also enjoy the 
much larger amount of outdoor 
scenes in the 
rfea latest version. 
We’ll have 
^ r much more on 

this behemoth 
title as its US 
< ’ release nears. 


PlayStation 


TAKUHI 

A NE\/y KING'S FIELD ? 
HAS IT BEEN A WEEK 
ALREADY? 
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“Wraith Armor," you'll hear: “Wraith Armor. 
This armor was spawned in the most impure 
of spirit forges, tempered in the seething 
agony of tortured souls...” and so on. One 
might wonder exactly how armor could be 
“spawned,” and just what exactly made its 
forge so “impure." 1 would guess the answer 
to be "debaucheries.” If you the 
reader have another idea, send it in 
and we’ll print the best! 

Moving on... I mentioned 
weapons earlier. In past 
action/RPG titles, you would obtain 
a series of weapons, one more 


LAVISHLY DETAILED DUNGEONS ARE THE HIGHLIGHTS OF THE WORLD 

*= — — I although kain is now a vampire, he has not abandoned the tools of his warrior past... 

, , j HE DECIMATES WITH THE SOUL REAVER, AND INCINERATES WITH THE FLAME SWORD. 


EVIL LIGHTS 

I ALWAYS HAD A SOFT 
SPOT FOR VAMPIRISM. 


T his will be the last look at Legacy of 
Kain before we deliver a review of a 
finished version - really, we swear. 
Consider this an update to the Preview we 
brought you last month. We received an 
80% done copy in the last couple days, so 
there’s a lot more to show of what will be. 
without a doubt, Crystal Dynamics' finest 
game yet. 

If you've been following Kain ' s progress in 
GameFan over the last several months, then 
you’re probably already familiar with the 
story. It is reported that the game will have 
45+ minutes of FMV sequences; in the lat- 
est version we got a look at the marvelous 
cinemas that really set the mood for this tale 
of the tortured undead. These scenes make 
it quite clear that Kain is going to be earning 
an M-rating. An image of the necromancer's 
face as his eyelids are being sewn shut; a 
woman shattered into a million globules of blood 
by a magic spell; a worm’s-eye-view of an enor- 
mous guillotine before it 
comes railing down 
through a character’s 
neck... this is the stuff 
nightmares are made of. *. 


The overall mood and setting is very reminiscent of 
Coppola’s great bastardization. Bram Stoker’s 
Dracula ; Kain’s attire recalls that of the mortal Count 
himself, and the opening scene details a poor wretch 
impaling himself in true Vlad Tepes fashion. 

As you progress through the game you can get into 
any one of several suits of armor. Your character’s 
onscreen appearance will change if you 
do this, just as when 
you equip a new 
weapon. When you 
select equipment in the 
status screen, Kain’s 
super-exaggerated 
“Gothic horror voice” 
tells you exactly what 
it is you’re selecting, 
and a bit about its 
background if you so 
desire. But instead of 
hearing a simple 





BLOOD OAlliN 


powerful than the last, until you found the equivalent of the 
"Magic Sword.” a blade mighty enough to cripple enemies with 
an energy blast. Things work a little differently in Kain. You 
see. in this game you can find the Soul Reaver. What the Soul 
Reaver does, once it’s swung into the gut of the nearest crea- 
ture (or townsperson), is send limbs flying every which way, 
bathing the surrounding area in an eerie blue glow and a few 
pints of blood. The Soul Reaver acts as the equivalent of the 
B.F.G. Whatever weapon it is you choose, you can continu- 
ously swing it back and forth in a sort of combo if you time the 
button-pressing right. Don't waste the victim’s carcass, either: 
Once you’ve decimated your foe. you can suck a massive 
stream of blood from the body to replenish your vitality. 

Annihilation of the enemy is not restricted to mere weapons. 
Kain can pick a spell from a vast selection available to him in 
his spcllbook, the destructive effects and animation of which 
arc awesome. Also in the way of magical power is Kain’s abili- 
ty to metamorphose into one of four forms: a wraith, a wolf, a 
bat. and a townsperson. Each has their own benefit, one of 
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which - the bat - enables 
Kain to travel to assorted 
places on the map following a 
glorious CG flight sequence. 

There’s a lot more to say 
about Kain, but that will 
have to wait for when we’ve got our hands on 
a review copy. As you probably already know. 
Kain is aimed at players looking for a seriously 
long quest; its reported 100+ hours of playing 
time is now the game’s mark of infamy here at the 
office, and just about every staffer is dying to sink 
their teeth into a finished version. 

(I wonder how many times that 
pun has been used in an article on 
a vampire-related game.) It looks 
like Kain is going to make the per- 
fect I ialloween release... EL 


THIS COULD BE CRYSTAL DYNAMICS’ FINEST HOUR... 

THERE IS NO EXCUSE FOR A VAMPIRE TO STARVE WHEN HE'S INDULGING HIMSELF 
IN A KILLING SPREE LASTING OVER 100 HOURS. 
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PlayStation 


l Since the advent of 3D fighting games, major companies 
^ have been trying to break the mold and shake-up the 
A scene. The long-standing battle between Namco and 
Sega in the arcades has influenced their ability to cre- 
ate innovative products (seeking to out-gun each other 
with every update of hardware and software). Recently, 
however, the arrival of the 32-bit systems has welcomed 
this battle into the homefront. Under much duress and 
time constraints, this new fight began in the winter of 1994 
when Virtua Fighter and Tekken made their migration to 
^ the 32-bit systems in a record-breaking period. 

Although the sentimental favorite ended up being 
Virtua Fighter, largely due to its fanatical adora- 
tion by Japanese arcade-goers, praise of the tech- 
*5 nical beauty of Namco's Tekken soon transformed 
the battle into one of system potential over 
play-mechanics. News of VF2's inevitable 
appearance on the Saturn forced Namco into a 
compromising position whereby a simple 
straight translation of their sequel to the 
PlayStation might not be enough. As VF2 rode 
waves (tidal waves, actually) of success as the 
first truly next-gen title to hit home, Namco pre- 
pared Tekken 2 for its Japanese March release 
date, looking to show gamers a package filled with 
innovation. 

And now I’m playing it. Tekken 2 is probably 
one of the best all-around fighting games, 
in any form of media, ever con- 
ceived. To say it is merely a 
perfect arcade translation 
would be undermining the 
essential greatness of its 
home translation. Namco has * ^ 

meticulously crafted the game as 
a reflection of its arcade ^ 

counterpart, and 
went many steps 

beyond, yielding a ^ "W 

much expanded A ▼ 

version of j A 

proven winner. ^ • I 

There are mas- K 

\ sive increases in ^ k 

* play mechanics, ^ • 
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3D FIGHTING REACHES 
ITS PEAK. 
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. filled with gratuitous counter-moves and bone-shatter- 
F ing combos, merged with a fantastic load of extra 
j moves that offer players unprecedented mastery over 
’ fighting control. Incredible light- sourcing, 
silky 60 fps animation, and stunning 

S motion-cap abound within T2. Do ^ € 

^ yourself a favor right now, and 
A check-out the mini-guide we’ve ^ 

I pieced together. Unlike other 
W. magazines who went for the 
■V generic approach of simply list- 
WL ing what the in-game instructions 
already tell you, we’ve been playing 
" hard, night and day, to bring you the 
best of the defensive and tactical aspects of 
Tekken 2. Believe me, just because you can chain 
® together a combo sequence does NOT mean you can 
take the win. Especially considering your seeming- 
ly invincible 10-hit combo can 


skillfully be 
slammed to a halt, reversed, and stuffed in your 

face with a heaping dose 
7 °f pain. To be perfectly 
J 1 frank, Tekken 2 is far too 

large to cover completely. 
It has been the collective 
decision of the people 
wor king on this article 
^ ^ _ to delve deep into the 

1 “ - •• advanced tactics only. 

Jjg . 55*1 You see, with T2’s in- 

I game practice mode, 
it becomes redundant 
for us to basically re- 
print something you 
I (as the player) can try 
Good 


hands-on. 
defensive play really 
involves you in the 
fighting experience. 
Besides, the counters 
are so satisfying, and 
just too cool to throw 
into the proverbial mix 
just as someone thinks 
the match is theirs. 







Getting back to my review, I think the home enhancements 
deserve special mention. Namco has obviously been doing 
their homework, as they’ve taken almost every con- 
ceivable measure to create a user-friendly options 
environment within the game. The Arcade mode pits 
you against 10 kick-ass fighters in a battle for the ‘Iron 
Fist.’ There are the seven regular characters to fight 
your way through, and a sub -boss unique to your charac- 
ter before ascending to Kazuya, and finally, the Head 
Honcho himself. Devil. The Versus mode includes any option 
you might be needing. You can choose any of 25 characters (if 
you’ve been saving on a memory card) and enter into a no- 
holds-barred, beat ’em up jamboree with one to four rounds per 
opponent. You may change characters at will between bouts, 
and adjust your life bar to between 70% and 140% of its normal 
length to control the relative skill between players (i.e., a pro tak- 
mgon a newcomer etc.). You may tailor the control to your lik- 
ing, turn blocking damage on or off, and adjust round timing from 
20 seconds to the true fighter’s choice - unlimited. Record keep- 
ing is, of course, included, as well as a choice to have the arcade- 
orfgfllal tunes or the excellent arranged tunes as fighting accom- 
paniment. 

previously mentioned, the practice mode is one the most 
complete examples of this concept ever seen. Firstly, the four- 
button layout of the PlayStation pad is shown at the bottom of 
the screen, highlighting the proper button at the right moment, 
in a different color, as per the sequence of moves being shown. 
While this means the most devastating of combos involve basic 
memorization of button patterns, timing also becomes a key 
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factor and 
that can only N \ 

be perfected v ’*** I 1 - 

by the player. f • jjj}, ^ 

If you’re having 
trouble, simply 

bring-up the ^ . J 

Practice options * ^ 

and command the ^ k 

computer to ^ 

demonstrate the C 

move for you. In 
contrast, if you 
want the computer 
to assault you with 
its combo, in order to 
practice counters, you 
may do just that with 
relative ease. The whole 
idea of including such an 
expansive training mode 
only confirms the bril- 
liance of game design in 
Tekken 2. Take up the gut- 
wrenching challenge of the 
Survival mode to battle it out 
in single-round fights that 
must be survived on a single 
life bar that refills only slightly \ 
with each win. Time Attack is I 
another battle mode where the \ 
rule of the day is speed and how 
efficiently you slam your way 
through the competitors. I'd have to V 
say that the coolest feature is the Team \ 

Battle mode which sends your best eight 
fighters up against a friend’s or the CPU in 
an all-out slug-fest! 

If you own a PlayStation, you simply must own 
Tekken 2. It cranks the best out of your system, 
AND it contains beautifully designed fighting tech- 
niques that you will return to again and again. 
Tekken 2 is deep. The ton of options are all right-on 
the money, and the bulk of 
characters to learn and play 
should keep anyone in 
combo/counter fighting 
;t 4B' heaven for weeks on end. 

L My thumbs are hitting 

the sky on this one. 

* , I dudes, so check it 

out. and enjoy a full 
fighting experience that 
.. shouldn't be 


missed. 



We don't have the space in GameFan to 
print every technique in Tekken 2, so 
instead we've decided to reveal some of 
the interesting gameplay features such as 
juggle combinations and counters. Combos 
are an important feature in this game and 
expert players can finish off an opponent in 
seconds with the correct sequence of 
s moves. The best combinations involve 
* chaining linked attacks and we have cho- 
sen an interesting selection for your 

perusal over the next two 


nKKm i nmo un * 

Learn the hundreds ot combinations in Tekken 2 and only then will true mastery be yours. Arcade 
freaks knock Tekken 2 tor its floating combos and it's true that some are simple and cheesy, like 
Jun's Dew legs, but most are rock ard technigues that require expert timing and incredible joypad 
dexterity to execute. For this issue ot GameFan we reveal some basic combinations for four diverse 
combatants. These are just a tew of the many juggles that each of these fighters possess and we 
recommend experimenting with different techniques to create your own custom combination. 
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Heihachi can perform floating 
combos easier than any other 
character. The right upper has 
tremendous reach and should 
be your first choice when 
countering any failed attack. 
The Demon uppercut and Twin 
Pistons are also good combo 
starters that inflict moderate 
damage. Finish the combo 
with the Spider Sword Leg or 
Earth Cleaving Leg. 
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Counters in Tekken 2 are not to be contused with the return moves that characters like Jun and Paul possess. Counters allow 
every fighter to break up a damaging grapple combination before it starts. The counters require some very fast button tapping at 
the start of the grapple animation and you take minimal damage before eventually retaliating with a kick or punch. Some charac- 
ters have unique counters to certain moves. Check out the cool Paul Phoenix counters below! 



♦-(HOLD) 


NINA'S GRAB COUNTER 

It’s incredibly frustrating to have your arms repeatedly broken by a woman in a 
tigure-hugging leotard. You can now counter her Palm Grip by pressing any of the 
button combinations below but you need to be quick before it's too late! 


KING'S WRESTLING COUNTERS 

If you find yourself the victim of King's multi-grapple combinations you will be 
pleased to find out that Namco have included counters to each stage of these 
attacks. We won't reveal them all but the techniques below should get you started. 


.. 




JUN 'S INFINITE COMBO 

Ask any expert Tekken 2 player to tell you who the 
cheesiest tighter in the game is and the answer will 
always be Jun Kazama. A large array of linked 
attacks that strike at different levels make her a 
frustrating opponent. Select Junin practice mode 
and go for her infinite combo by repeating the 
Mountain White Dew Legs attack. The number of 
hits resets to zero after you reach 100! 


TACKLE COUNTER 

The tackle counter is unique to Paul 
Phoenix and allows him to grab and break 
the arm of the opponent before it can 
smack him in the face. 


FRANKENSTEIN!* COUNTER 

Another Paul Phoenix exclusive enables 
him to execute a return move against 
Kings Frankensteiner. Timing is essen- 
tial but a successful counter produces a 
spectacular Power Bomb! 
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ties, I'd like to point out how crazy this 
game is. In fact, crazy enough to be 
designed by a former GameFan employ- 


^ thumbs 

surgery! The 
intensity of 
Robotron X 
has me wonder- 
1233 ing if playing for 
too long is healthy, but 
I’m not sure if I really care. Let 
me explain my addiction to this game: it 
could essentially be deemed Robotron 
2000. As you might guess, that means a 
graphics overhaul that still stays true to 
its roots, super-charged music, and the 
same frenetic gameplay experienced in 
the original, but placed in the context of a 
greatly expanded game. 

Before I talk about 
the thumb- 
numbing quali- 


Just imagine: You're a bald little 
adventurer, decked out in bitchin' white 
duds sporting a pair of demented space- 
shades. You get whipped through a psy- 
chedelic wormhole, and land on a color- 
cycling, square field floating in a high- 
tech limbo. From there, it's classic 
Robotron action. For anyone who's 
played the original (or spent some time 
with Smash TV], the controls and game- 
play are easy to understand. The D-pad 
directs your movement, the 
buttons dictate in which I* 

direction your weapon JQt 

fires. Basically, you 
destroy all of the 

enemies 









stage, and when V/^l 

i — JJL— — they’re obliterated, you -— 

proceed to the next level. Simplistic, yes- “ 

too bad the seemingly never-ending stream of robots, mechs, and brain-head- 
[3 beings W 'N ,urn y° ur thumbs into cramped hooks as you dodge their assault. In 
--YV this version, the camera zooms in at moments when it would really help to see 

whether you were headed in the direction of an enemy or obstacle, but that's almost sure to be fixed. 
Believe me, that’s my only "gripe”... take note of the quote marks. 
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1 A I e ve & een covering this racing game for the past year, and as I v 
| Iflf it comes to fruition, it looks like Psygnosis will hold true to ' 

I If If their claim of "Top racing game" for the PS. The FI project has 
1 1 ■ been one of the most detailed and precise undertakings in racing game his- 
tory. They have worked with many people from the FOCA/FIA . and in secur- 
ing this license, the game is wholly based on the actual 1995 Formula 1 race sea- 
son. In effect, all 13 teams, and all 35 drivers, on 17 world tracks, are modeled 
from their exact real life equivalents. 

In taking this approach of realism comes first,' Bizarre have let nothing slip by. 
All the tracks are accurately constructed, right down to the advertisements from 
major companies on billboards. Even track lengths have been scaled in exacting 
proportions to the video screen, as well as wet and dry conditions and layout (i.e. 
grassy areas, types of barrier, tunnels, etc.). Game options include transmission 
type, steering and braking assistance, multi-viewpoints, and weather conditions 
that are either historically correct to the season or random. Racing just for fun 
(without the ton of meticulous detail to worry about) is possible with the Arcade 
Mode. Of course, if you want to immerse yourself in an entire simulated Formula 
1 season, you may enter the 17 race challenge of Grand Prix Mode. This one I find 
particularly cool because you can pick a racing team and basically live out a true- 
to-life FI year for points and earnings. 

The technical aspects of Formula 1 haven't changed since early on in its devel- 
opment. The game is still running smoothly at 30 fps and all 26 cars are unique in 
design, unlike the same car, different color' of most racers out there. The courses 
are built of 60.000 to 90,000 polygons and are fully textured. The camera pans 
and zooms are based on TV coverage so they are dramatic and effective, and 
replays of entire 70 lap races are possible. 

Right now, special attention is being applied to the Al. which is using some of 
the most complex programming algorithm techniques ever seen. Ultimately, after 
all the hype, the proof will be in the play. We sha^d be receiving a final of 
Formula 1 by next ish. at which point we'll be about it. js 


ALESI 
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PlayStation 


FORMULAl 


WORLD 


Bizarre Creations Team Staff 

B izarre Creations is headed by Psygnosis' 
long-standing developer, Martyn 
Chudley. Martyn has been developing 
software for Psygnosis for several years, producing titles 
such as The Killing Came Show, Fatal Rewind and Wiz 
n’ Liz. as well as assisting with many other projects 
both in and out of house. However, Formula 1 is 
undoubtedly their most ambitious project to date. (NB: 
the current team consists of six programmers, five artists 
and a researcher who is responsible for the collation of 
all Formula One details and other relevant information.) 
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The second generation ot games from 
Psygnosis are all in preparation for fall 
release dates, and Destruction Derby is no 
exception. This time around, the develop- 
ers at Reflections have taken the time to 
create a full-blown sequel and not merely 
a boring re-hash of the original. 

It seems as though 00's programmers 
were already optimizing their game engine 
while in mid-project with the first game. 

As a result, one year later, these games 
are entirely pumped-up from top to bot- 
tom. DD2 has been 
increased a 

tew 

new 

tures: 


hoods 

and ^ 
trunks 

(revealing the appropriate body pieces) 
with all new power-smashes. You can 
actually lose a tire or two and drive 
around like an out-ot control maniac as 
your naked hubs grate the asphalt! 

The tracks are now MUCH larger (up 
to 8 times the size of DD) with hills, 
ramps, and killer banks throughout. To 


help with the seven new tracks (and mr ( 

four dp.rhv arenas) rare nnui " f 


four derby arenas), cars now 
have four wheel indepen- ^ 
\ \ dent suspension. “ 

BnTj- enabling total control 

over counter steer and 1 
power-slides. The devel- 
4K °P ers are also working on 

a pitting system, and the 
Stock Car Racing option is 
included for those who simply 
want to enjoy the new, bigger tracks and 
the thrill of racing. Don't worry, the 
Destruction Derby and Wreckin' Racing are 
still here, so your chaotic cravings can still 
be properly satiated. 

Graphically, the 3D engine has under- 
gone massive changes. In the first DD, 
the developers were just trying to get all 
twenty cars to run well at once. Now we 
have all the cars, large tracks, lighting 


effects (street lights that reflect off passing 
cars, for example), and multiple colli- 
sions. all running along at 30 frames per 
second. The generic techno tunes from 
the first game have been dumped in favor 
of a more suitable style of music for a 
game of this kind: metal. There is also a 
new commentator (no more What a 
smash!") who commentates for Indy and 
Daytona races; apparently he's turning out 
to be quite good. 

You'll be hearing more in these pages 
soon. Looks like you Destruction Derby 
freaks are gonna get your fix - and this 
time it's coming in truckloads! /S 


damage 

now occurs on 

the fly, in real-time. 

Your car will react accurately to every col- 
lision, as opposed to pre-set crash anima- 
tion. as in most car games. You actually 
earn more points if you rock somebody's 
world in interestingly violent ways, instead 
of just hitting them normally (sort of like 
combo' crashes). In addition, cars can 
catch fire now. send up showers of sparks 
from ramming into barriers, and even lose 
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Serious 2D power is coming to your 
Playstation this fall! Don't be thrown by the 
title, we've been assured that it is tentative at best (thankfully). While Sir Lomax 
does involve Lemmings as the main characters and plot, it has very little in common 
with other games in the series. From what I’ve seen in the preview copy, you're still 
saving them from themselves. This time, however, the Lemmings are evil little 
dudes who must be cured of their sinister ways. I’m guessing that some all-power- 
ful villain-type has cursed Lemming Land and caused its inhabitants to become pos- 
sessed by madness. There are no bosses or true level structures as of yet, so con- 
crete story facts aren't easy to come by. 

Currently, very few gameplay elements are 
jW* included, although you can tell the ground- 
work's in place for some interesting action 
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2D BLISS ON THE PS! 
LOVE THOSE LEMMIfjl 







, platforming. 

As you can see by ,he sh ° ,s - s,r viy 

Lomax isn’t exactly a walking powerhouse. ^ 

4«4X'' He can i um P and s P in vertically as his main 
form of attack, as well as throw his glowing 
jk J hat in a boomerang-like fashion to repel ene- L & :■ 

w>MK\ mies. Lomax has six other available attacks. M | 
selectable at a sub-screen, giving this seem- ■ 3&1 
£ s J ingly pathetic Lemming a bag o’ tricks that j 

MuT:\ ■ gets the job done. Three such items have ftp*' y 

Z you using his hat to hurl mini-bombs, spit a Xj#* 

SgJrSf tongue-like wall-grabber, or helicopter glide 

a la Rayman. The others weren’t selectable a][ - A 

* yet, but the icons suggest that a couple of 

^ physical boosts might be cast into play (I’m 

K2K9 thinking swimming or climbing) as well as a m\ : 

MBS - fireball icon. Of the actions that were per- 

formable, all were easy to accomplish and iJwSr 
functionally sound. 

Remember Flinlfl The graphic quality of 
^ „*^ y that visual benchmark is experienced all ■ 

J over again in Lomax , brought to us by the kfjE, / 

same du0 of animation-lovin’ Norwegians. JrK 
Countless frames grace Lomax’s move- i 

’ 4 f J ments. whether they involve running, climb- V 

Si \ ing ropes, or his stand-still, which has him Jr 

yp 1 peering into the distance apprehensively. fc* 

The hand drawn artwork is excellent, with V 
M rich colors that simply flourish across the £ k 

aSMH screen. Parallax is large and impressive PHL 

r'r € with as many as six layers scrolling by with- 

out so much as a hint of choppiness. As you P 

^ J walk into a second platform area, via 

bridges. Lomax is gently scaled back into the 
' new location. Many doorways and fore- 
ground objects line scroll convincingly as 
you pass them by - allowing for Clockwork Knight -\ ike depth sensation. 
The music is very good, with mostly happy dance tunes, and the sound 
effects. ..well, the preview didn’t have any. 

I am wrought with bliss whenever I see 2D reach into the 32-bit gen- 
eration. It is a dying breed that struggles to compete in this new. 3D- 
based era. As Sir Lomax shows, with truly toiled-over artwork, 2D 
games exude a brand of beauty that mustn't be shunned in favor of 
newness, but instead appreciated as a separate and unique form of 
gaming design. I applaud any company who sees fit to risk the cre- 
ation of fine 2D games, because traditionalist gamers such as I (and 
many others) will blissfully enter a 2D world as soon as any 
frfr 3D world out there. The Adventures ol Sir Lomax in Lemming A 
Ip Land (or whatever they should decide to call it) will surely w 
Jr return to these pages in the near future. JS \ 






**vomic book tales. Hulk himself is armed with 
over twenty attack and defense maneuvers per- 
formed by an assortment of button combinations. 
Both the PS and Saturn controllers liken themselves 
to many moves in an action environment, a clear 
improvement over the old 16-bit controllers. Eidos 
makes good use ot the func- 
tionality ot both pads. 

Of course Hulk's 
Gamma level comes 
into play, so these Tin 
moves are limited 
and thus key in com- 
pleting each level, 
much like the 16-bit 
versions. The Hulk 
fits nicely into a 
game environment. 

The gameplay. though 
3-D. seems guite 


Eidos. the | . 

newly formed entity 
incorporating Domark. US 
Gold and Core Design, are on the threshold of 
Marveldom, a place where the dollars are many if 
the game makes the grade. By 
choosing Hulk as their license 
V ot choice they’re already hall 
\ way home. The big green 
\ guy conjures up memories of 
| Bill Bixby. Lou Ferrigno. a 
I siring of great comics and. 

/ a decent 16-bit game were 
J >• not lor the broken controls. 
y This version, the first Marvel 
ip action game to appear on the 
* PlayStation or Saturn, uses rendered 
3D SGI graphics, is over fourteen lev- 
els long, and is completely in 3-D. 

In levels to include the infamous 


PlayStation 


Pantheon Saga. Hulk crawls inside of and diverse. Instead ol 
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ing and crunch- 
ing, the Hulk must per- 
' ”2 ve* form precision jumps, 

^ 1101186 6 1,051 01 3 ' D 
v^v obstacles, like shoot- 

' J -^***** r ^ mg lasers and exploding 

floors, as well as search and destroy 
among multi-tiered levels. Eidos' 3-D engine moves fluidly in all directions 
and the Hulk himself is modeled and animated convincingly. The version shown 
is at best 25% complete and already the game is looking very good. I'll have 

more on The 
Incredible Hulk as the 
development pro- 
gresses. 
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If I recall correctly, Gunship's appearance on the PC occurred years ago. It was by 
Microprose, a developer whose name rings synonymous with some of the most 
realistic simulations money can buy. So here it is, 1996, and we've got a 
PlayStation port in our hands. This much is true: Gunship is probably the most 
complex, realistic helicopter simulation that’s been released yet on a next-genera- 
tion platform, let alone a game system in general. Now that that's been delivered, 
though, I think maybe it would be better to stick to the "game’’ side of things, at 
least in this genre. 

You're in the cockpit of an AH-64A Apache (although you can later control multi- 
ple choppers, such as the Blackhawk, Comanche, and Defender). During the 
course of your missions to eradicate the enemy armies, you'll fly within hot spots 
scattered about various locations throughout Central Europe and the Persian Gulf. 

Gunship is not an easy game. It s not a very exciting one, either, unless of 
course copter sims are your cup of tea. Even still, this one is a cup of tea that's 
been left to cool for a few years too many. The poly-count doesn't exactly soar 
high, and the overall look is something that can only be described as “old-school 
3D.” The worst thing (by far) though, is the control. Maneuvering is pretty stiff (or 
at least seems so in relation to the choppy surroundings), but the real headache is 
the decision of what button, or combination of buttons, to push at what time. There 
are so many menus and commands that it takes numerous 
:£•* button-sequences to accommodate what essentially 

■ . 1 would require performing a tap or two on a key- 

board. 

L ^ Gunship is just one of those titles which will appeal 

( **" to a very narrow audience, and the majority of its 

members prefer to fly their simulations on a PC 
anyway. In a few words, the overall package 
just isn’t very good: those who neglect to 
Y ■ ! heed my warning may find that the tedious 

i Gunship has transformed their PlayStation into 

something more suitably deemed the PainStation. 


PlayStation 


EVIL LIGHTS 

GUNSHIP IS TRULY 
ONE OF THE 
DOGS OF WAR. 
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The first time I heard of Tokyo Highway Bailie , I 
thought, “Hmm, high-speed chases through the big 
city... Probably involving cannons mounted on the 
hood of my car... Or perhaps Destruction Derby i 
meets Ridge Racer, and the result: civilian casual- 
ties. I think I'll check it out." What it turned out to 
be was a racing game. 

So I'm not plugging slugs into the side of “enemy 
racers” ala Crash 'N Burn - big deal. THB, brought 
to you courtesy of Jaleco and Bullet Proof Software, 
is still a solid racing title that I had fun with for 
several hours. There are two aspects of THB which 
house its main appeal. The first: all of the action 
takes place on actual strips of highway throughout 
Tokyo. Every course has its trademark punk 
you've got to beat to the finish line. If you've 
spent some time in these areas, you might already 
recognize the course layout; if not, well, you'll learn 
them. The second aspect: depending on how well your 
performance was at the outcome of a race, you obtain 
points that can be traded in for items at the Speed Shop. 
Here there is a massive selection of parts which will help 
you create your very own speed-demon: engines, chas- 
sis. mufflers, aerodynamics, etc. « 

When you initially choose your vehicle, 
there are only three cars to pick from. 

Your selection will keep increasing by 
three (of higher and higher performance) 
every time you finises! in all three 
courses. You'll neeflthose cars, cou- 
pled with some purchases at the Speed 


Shop, to make sure you kick the collective arse of the punks 
of the courses. Control is pretty basic: Square accelerates, 
R1 and R2 shift down and up, X brakes, and L2 drifts. 
That drift function, once you get it down pat, is the only 
way to tackle some of the killer turns found in the cours- 


The only problem THB has is the monotony of the ‘ 

courses... there's not many stand-out features that distin- , 

guish one from the other, and the bland textures and col- — 

ors don't help things. The engine has tackled pop-up, but EVIL LIGHTS 
besides that point it still looks like it’s been pulled no RIDGE RACER 
straight out of Ridge Racer. If you're really itch- pevo/ 1 irirtM 
intffora new racing title, try 77/ft otherwise, KtvULUIIUiy, > 

4 make like a Mitsubishi and pass. EL BUT NOT BAD... 
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A lot of less-than-memorable games have recently been ported to the 
PlayStation and Saturn, seemingly untouched from their original incarnation 
(cough 3D0 cough). It's Boredom City, man... Is this what we spent our hard- 
earned/laundered funds on? Hell.no! One of the reasons was to play Namco 
arcade ports! Well, has Namco got a surprise for you. an arcade collection 
straight out of the Gaming Stone Age: Namco Museum Volume 1. And you 
know what? I kind of like it. There. I said it. 

Why am I being so defensive? Because taking a quick look at NM1 might 
make some believe that this too is just more crap-on-a-disc. After all. the 
graphics certainly haven’t been updated, and the music just plain blows. But 
there’s something innocent about the games on NM1. Their gameplay is a lot 
different than what we re used to now. but they retain an addictive quality that 
really does make them timeless. Also, I don’t think I’m alone when I say I’ve 
become jaded by a lot of the super-hyped titles on the PS and Saturn: NM1 is a 
breath of fresh air. 

So what’s on the collection? Pac-Man. Galaga , Pole Position. Rally-X. New 
Rally-X. Bosconian , and Toy Pop. Some of them you know and love, and oth- 
ers - Bosconian and Toy Pop - are relatively obscure. The games remain the 
same, and to the extreme extent. When you choose what title you wish to play, 
the screen fills with debugging garbage and a centering grid, as if you had just 
turned on the original arcade machine! You are also able to roam through a 3D 
museum before you start play, browsing at digitized images of all the memora- 
bilia for each title during the era of its reign in the arcades. 

I wish I had a dime for every time someone was going to say. "Namco did 
Pac-Man ? But— but— that’s Atari'." (even though the character has been in 
their ads for years). NM1 is a highly recommended title: I’m keeping my fin- 
gers crossed that the next three volumes see the light of day here in the States. 
The trend of nostalgic game compilations is one I could learn to love. EL 

I GALAGA POLE POSITION 


EVIL LIGHTS 

THE DISTURBING THING 
IS THAT NAMCO PRO- 
DUCES MORE THAN 
HALF THE PS GAMES 
OUT THERE. 


BOSCONIAN 


RALLY-X 
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Wow! The return of American Technos! Upon mention of that name, most people at 
GF conjure up images of River City Ransom or Volleyball on the NES - two classics 
that should be in any of today's 8-bit collections. While their latest game is from 
another world when compared to the previously mentioned titles, it feels good just 
to know that yet another “old school'' company is still with us. 

StrikePoint is a “3D vector-based, helicopter flight game’’ (as the SP press sheet 
states) that shares traits common to current games of this genre, i.e. Blacktire. 
Apache , etc. Thankfully, it isn’t a purist, simulator-type flight game bogged down 
with statistics and mundane routines. Instead, it incorporates a vast amount of 
arcade shooting into objective-based missions that offer plenty of variety. There are 
ten different missions, set in Europe, North and South Africa. USA, the Arctic, 
Antarctica, Eurasia, and others. Extremely specific goals are required to complete 
each of these stages, be it destroying tank convoys, rescuing scientists, or damag- 
ing a bridge vital to the enemy cause. 

Various options, including sound tests, control choices, and a 2-player mode, are 
at your disposal. There are three very different choppers to choose from: an 
Apache-type, a gunship, and a sleek, streamlined Stealth. You may even color your 
copter in three separate shades, my personal favorite being a black Stealth (I'm 
just too original). Once you've made your decision for helicopter and mission, you 
enter a fully-realized, 3D landscape to do battle with impressively-armed tanks, air- 
craft, and powerful surface-to-air missile launchers. While the fighting doesn't 
occur at a frenzied pace, plenty of enemies fill the sky. Ground-based opponents 
are often in large groups, or tucked away strategically, ready to launch a squadron 
of Scuds in your direction. Using surface-to-air and air-to-ground missiles, as well 
as bombs and cannons, you navigate the hostile territory with easy-to-use throttle 
and steering controls. 

The graphics in StrikePoint stay consistently good throughout all the mission 


PlayStation 


areas. While there is pop-up, usually it is carefully hidden or can be ignored due to 
the mountainous construction of many stages. Running at approximately 24 frames 
per second, the scrolling is smooth enough to remain appealing and conveys the 
sense of speed quite effectively. Although frames are lost, even the two-player 
mode (vertically split screens) moves pretty well. The textured, polygon-built levels 
are full of detail and are complimented by some fairly original design (highlighted 
by the Arctic levels). Often, huge riverbeds will reflect a crystal-clear scrolling 
image of the sky above. Each stage is introduced with a short CG cinema showing 
your craft preparing for the mission, as well as another when you are destroyed or 
abort. While nothing will blow your mind, it’s all well implemented and pleasing to 
the eye. 

StrikePoint is a very accessible flight game that should appeal to fans of the 
genre. It has plenty of missions, high difficulty, and a rounded combination of strat- 
egy and action. As a whole, it is a fun, yet un-spectacuiar game that might require 
a few plays to get hooked in. Look deep into SP, however, and you’ll find it s worth 
spending some time with. /S 
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NOT INCREDIBLE. 
BUT TOTALLY 
PLAYABLE. 
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PIE'S Our latest ^ 

Sim version of ■#||k 
VMX includes H ™ 

some truly awesome \ / II 
new tracks, (the y ~ ^ 

Oahu, Tijuana, and J 

Pacilic Northwest Enduros) 
along with newer versions of 
New Orleans and San Jose tea- ^ 
tured in last month's preview. 

The control has yet to be final- . 

ized, but otherwise VMX is looking 
and sounding great. Playmates 
assures us that the game will easily 
make its November launch for both the 
PlayStation and Saturn. We re already 
working on obtaining a Saturn version for 
a Preview in the September issue. 



Wf^w\ 





.'-If A-. ' 

■wy, yi 





FINISH 






^ 0 

PsHOE'I 


2 7 p '*'<* tap 

*■? '' 1 1/S 

\ — ••”’1 

iyi 

. «|H» -« ^p. - 

j 



NAMCO 


RIDGE RACER PROJECT 


5TART WITH THI5 ONE - MAY3E ONE PAY YOU’LL GET TO DRIVE THE WHITE ANGEL! 


six different tracks (when fully mir- f 
rored and flipped, twelve tracks can J; 
be played). All the cars have different 
performance characteristics, so you ] 
should easily be able to find a set of 
wheels that suits your style. The tracks 
are rated as novice, advanced, and 
expert, and they are gifted with excel- 
lent design that allows for 
— rookies (and skilled players j 
alike) to grow and adapt. A 
.^£\\ You may enter full race, fj, 
I time trial, and free lap V 
j play. The control is vin- * 
tage Ridge -you either r, 
||r I learn how to drift, or you V 
Jl become a pro with the ] 
gears and brakes and hope * 
^ pi to hang on. While not an • 
absolute necessity, drifting 
is tremendously fun when you work it I 
into corners that would normally make | 
you jam the brakes or become part of 
the scenery. The controls, like most 1 
racers, involve simple gas. brakes, f, 
shifting, and a view selector (in car 
and out). 

RRR employs an updated graphics f 
engine that runs a lot more on-screen V 


Ridge Racer has officially etched itself 
into the record books with incredible 
arcade support and great home sales. 

As the Saturn and PlayStation were 
I released, the arcade-to-home battle 
became one of technical victory (frame 
rates, polygons, etc.) which Ridge Racer 
won hands down due to one of the fastest 
and most accurate home 
translations ever. (T " 1 

Ridge Racer x" _■ 

Revolution, the home - 

sequel to Ridge Racer, P®- 
is finally making its way p *r 
to these shores. It's 
I well known that many i 

people purchased the ii \] 

I import version of RRR, 

>but since most gamers SfcJ 
rwait for the US release 
of games, its appearance on local store 
shelves is great news. RRR is definitely 
not new to these pages, and considering 
the American version basically required 
no alterations, I'll briefly summarize this 
cool racer for all the future players. 

This time around, there are over a 
dozen possible cars available, as well as 


imagery at once than its predecessor. 
Everything is still moving at 30 fps, 
which is fine, but there's just so much 
more to see. Awesome mountains. 


1AW! 

TOO SLOW!’ 






" buildings of all kinds, and m mm A 

' palm trees, whiz by trackside while mifM M 
you race. There's pop-up. but as per the gen- mm m M 
eral rule today (it seems), corners . m ™ 

are cleverly used to mask much of its pres^^^UjflF 
ence. The cars theniselves are.well constructed and 
colors and textured decals of popular Namco characters and, 
games all over them. The attract scenes (car and track sele^| 
tian) are big and simple, but thankfully smooth and effective. ^ 
This-game deserves special mention for its soundtrack. 1 
.Reqiember those bass-pounding bombshell techno tracks from tl 
original? Well, they’ve been remixed to join the many 
other brand new hard-edge tracks on the CD. I’m - 

talkin’ HARD techno that pumps frantic racing 
blood through your system as you 
play, and the kind of 
good stuff you lis- 
ten to when 


The hyper- 
enthusiastic com- 
mentator is back, but 
he’s really easy to handle 
when the power-tunes just 

drown him out. l 

There you have it. Ridge Racer Revolution 

is extremely easy to pick up, totally playable when you get into it, and a blast when the 
tracks start to get truly challenging. There’s nothing negative to be said, because it just 
does what it’s supposed to, and does it very well. js 
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Yet another EA port from the 3DO onto a next-gen *• 
platform: This time around, it’s Space Hulk. Hold | 
on for a second: Is it not a little less than comfort- 
ing that EA's entire 32-bit production is now con- XJ 

sisting of ports of old 3DO titles? I certainly hope ! 

that EA isn’t completely bereft of ideas for a new * ^P1 , 

original products. But judging from the looks of 
things... well, let’s just say that when titles like 
Road Rash and Space Hulk show up in forms near- . r — • ,«■ 

ly identical to their 3DO predecessors, there are r *" ' — 

definitely some problems. 

Space Hulk is based on an old Games Workshop board game. The story takes 
place in the 41st millennium (yes, you read that correctly), and involves a team 
of elite marines traipsing through rusty interstellar frigates known as “space 
hulks” adrift in space. They carry the following order of business: to wipe out 
Genestealer infestation on those ships. The Genestealers are a breed of wicked 
s aliens who, surprise, plant their eggs in humans. ( Aliens , 
anyone?) 

Gameplayisthesameasthe3DO. Choose from Training or 
r ' Campaign mode, then position team members in different 
^ parts of each hulk, giving them orders to fulfill; move through 

the corridors ZJoom-style while killing off Genestealers; com- 
plete the mission objective. So what are the differences? Since 
the very first version of Space Hulk appeared on the PC, let me use 
a computer term to describe how it looks at times when compared 
to other PlayStation titles: EGA graphics, g?— 
The corridors are dark, pixely halls of 
n ™ ^ ^ death; you move through them so slowly 

< 1 f that the frame rate seems worse than it 

actually is. The cool heartbeat sound in 
the 3DO game that increased in tempo 
whenever enemies drew near is gone in 
this version. You’re stuck only with the 
sound of a bizarre voice that barks terri- 
bly disjointed commands at you through 
:•>— " yourheadset. EL / 
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WHY SPACE HULK WHEN 
WE COULD HAVE A 
32-BIT BARD'S TALE? 


WIPE OUT THE 
STEALERS! *10 
OWE EACH Ul 
SERIES OF COM I 
SUCH AS SECL 
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Super Sonic 
Racers 

Mindscape’s Super Sonic 
Racers features 1 00% 
polygonal tracks, 6 modes 
of play and a Wacky 
ftacers-like cartoon sce- 
nario. We’ll have more 
SSR next month. 


Not much needs to be said 
here. It’s Alpha/Zero 2, It’s 
arcade perfect and It’ll run 
you a mere sixty bucks, quid, 
yen, or whatever. Everyone 
will buy one. We set our 
watches by this game at GF. 
We’ll have lots more 
SFZ2 in October. 


One of, If not the best 
puzzle/action game ever 
devised is getting the full 
PlayStation treatment by 
the “by gamers, for 
gamers” folks at Interplay 
“or don’t play at all.” We 
are feverishly attempting 
to secure a preview disc 
for October. 2D PS games 
are a rare commodity. 
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g Mario Andretti Racing makes me hun- 
juicy wholesome Me... hamburger. Oh 
our version was playable. MAR looks 
Find out if it is next month. 


CM IV AVIA'S* 

Though inundated with Olympic games from every oritice of 
the industry I think it's time once again to visit the wonderful 
world of tennis... namely Wimbledon. The upper crusty's lawn 
and garden show hit an all time low this year in my opinion. No 
Agassi/Sampras final, an injured Becker, and worst of all no 
Graf/Seles super chick duel. In fact, were it not for Steffi's 
shapely legs I may have skipped the whole affair. To bad that 
nose still blocks out the sun. 

With Wimbledon in such disarray I began looking to the 
Tyson fight for my June Entertainment. After all. there's noth- 
ing quite like watching Mike shatter an opponent. After stock- 
ing the fridge with refreshments and the cupboards with 
crunchy snacks, in came news of the Tyson Virus. VIRUS!!? 


Now? How could this be? Were his hands sick? 

With resorting to watching baseball out of the question I had 
only one choice. 

So I whipped out all those Olympic games, fired up the game 
systems and woofed down every chip and cracker. Later. I 
hurled and went to bed. At least I still have the Tyson fight 
ahead of me. and a whole lotta great 32-bit sports titles 


"Chip" 


VIEWPOINT 


"Jacques Strap" 



What was touted as the “soccer 
game to beat all soccer games” 
indeed exudes pure Euro force 
but it falls just short of Sega’s 
Victory Goal '96. Three divisions 
just don't cut it in an inter- 
national sport. The gameplay 
sparkles, and the overall presen- 
tation is second only to Sega's. 
But it's still second. 

(?) ® ® ® ® [WW 

Wow! From out of nowhere Sega 
deals a superb Olympic challenge, 
the only game in its class that can 
hold its own against Konami's Track 
& Field. I actually like Sega's game 
a little better, and that's saying a 
whole lot. OecAthlete's texture 
mapped poly's match the splendor 
ot ZF2 s and the animation is sec- 
ond to none. Cool butt cheeks, too! 

HlElEBEllQn 
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_ best golf games. Interplay's MR Goll is 
ing like the second triumph in the new VR 
VRG features a true simulation while 

ting arcade-quality gameplay and visu- 

The commentary is straight from TV... I 
i you can turn it off... 


94 









r/////////M\\n\v\\\\^ 


lL\VVVVVV\VV?//////////i 



r////jy////A\\\\v\\\\\^ 


k\\\\\\\\\\V//////////i 



pr///^/////A\\\\\\\\\\^ 


lL\\\\\\\\\\T//////////i 


^//////////AWWWWW^ 

r k \ 



Crystal Dynamics will soon be leaping into the 32-bit baseball (£j 
< j fray with their much-touted (and much delayed) 3D Baseball. 

5 __ ? Using their proprietary 3D engine. "Real Motion Control," CD is 

{ LtJ . > entering a field where the big shots of Sega and Sony, and the 

t » l} experience of Electronic Arts, rule the day. 

■ "T { The preview copy was close to completion with options and a full 
{ CG intro. By the way, the intro has some cool highlights, but suffers 
5 from low grade FMV. The “Real Motion Control" technology is hope 
> ./a ,ul| V running smoother on the PS version ’cause it can't even touch 

SRwwwwr""" World Series- a game whose engine is almost 

two years old. An upgrade before release 

J""" s would do wonders for selling the RMC system ; 

{ £$ as something viable in the genre. 

{ r=--, 5 The full 96 rosters are included (with the ' 4 . J 

J 2 MLBPA license) and all players have digitized { ; 

4 { portraits and full stats. There are no real 5 ; 

< teams (which is never a big loss when you 
{ have real players) and no real-life stadiums of 
; { the lour given. Plenty of standards are in 3DB: > ». 5 

Lwvww"'"""^ fielding options, pitcher/batter relief, rosier % ■ - - ; 

swapping, replays (with 13 viewpoints), and 1. 5 

-.,..,,» /n\vw«W managerial options. The poly players look | 

a ' firpat thp nlntp anrt nn thp mnnnrl anri 3rp 


PREVIEW 


IATURN 


< great at the plate and on the mound, and are 
k textured with nice detail. The commentary is 
s superbly acted; Van Earl r-r-r-rolls his R’s 
j ("Rrrreggie Sanders!") and has great over all 
5 expression that gives the action an excellent 
> accompaniment. 

^ So far. Crystal Dynamics' 3D Baseball has 
J serious competition in Sega s M/Sand EA's 
'* Triple Play 97. but I wouldn't count them out. 
v _ I’ll wait for a final and give you the full 
s details in next month's GF Sports. 
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The Nintendo 64 is still months away from its American 
release and already I find myself previewing a sports 
title - and it's hockey! Sure, it’s off-season right now, 
but Wayne Gretzky's 3D Hockey is headed for a perfect- 
ly timely completion date (smack in the middle of a glo- 
rious new year of hockey). I’m a big-time fan of the 
sport, so seeing it represented on the N64, in any form, 
is great news. 

Our test version was about 75% done, and already I 
can safely say Williams has got a potential hit on their 
hands. WGH uses the NHLPA license, so the three 
top players from every team, each with their own 
ultra-clear digitized portrait, are on board and ready 
to go. Every player is rated in four areas of skill: 
speed, strength, shooting, and defense. Thanks 
to the license, these stats accurately reflect the I 
real-life player and his abilities. Realism, howev- I 
er, sort of takes a back seat - WGH is 100% 
arcade playing. It is constructed much in the 
same vein as Hit the Ice, or more recently, Open I 
Ice (3 on 3 teams battling it out with I 
quick scores and tough hits). I - 

WGH becomes an instant four player 1^ 
contest thanks to the 64’s quad con- 
troller ports. This really makes me look I Ml 
forward to all the upcoming games in jjK/R 
the genre because of how easily acces- I 
sible the multi-player feature is (now | : _ ■ 
that there is no need to go out and buy 
an adapter). Interestingly, the analog 


JACQUES STRAP 

64-BIT SPORTS ARE 
GONNA ROCK! 
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stick works really well and helps 
J put to rest any concerns about 
I its use in sports games. 

Ij Selecting the six camera angles 
I happens seamlessly and on the 
M fly with very little interruption to 
| the continuity of play. 

■Lf Right now the game is running 
aHW at an extremely healthy 30 fps. 
f Ml The players have silky-smooth 
Jml animation and the screen move- 
ment (sweeps, pans, etc.) is slick 
■•?%i and quick. The colors are rich, 
WjJ I with incredible detail splayed 
jjflf across the arena and on the 
■if boards. The rink itself has a pur- 
WJ] posely blurred look with bright 
jL I swirls of white and blue that are 
*1 blindingly clear. The Nintendo 64 
||k s J continues to surprise everyone with 
2 1 the sheer quality of the video images 
HI it can display. Lighting effects are 
used after goals as the siren light 
whirls around casting wickedly real- 
I istic red beams. The sound effects 
I are great, with loud, clear samples of 
the crowd and rink noises. The 
^1 music, on the other hand, sounds like 
ttj it could be in a SNES game - it’s just 

I f not good. 

I Now I’m really anxious to see the 
I other sports titles lined-up for the N64. 

I Its raw power enables programmers to 
imbue a game with such realism and 
pure visual superiority that 
| sports become a gaming expe- 
I rience. The development of % 

I Wayne Gretzky 's 3D Hockey is 
moving along at a brisk pace 
so it should be ready to join the 
first batch of games early this ^ 
fall. I will happily be back to > 

review it, and all other 64-bit 
sports titles, in the months to t - 

come. JS /"< 
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adidas 


Greetings, sport lovers! This being my inaugural review, I welcome all to my sweet little 
corner ot GameFan where the high-strung PCM pitch of crowd noise and heated debates over 
hits and scores become the sole creatures of gaming survival. PlayStation owners, this 
baby's for you. Using the Adidas license, Psygnosis has once again stretched their develop- 
mental wizardry, this time to create a soccer simulation they hope can survive among the 
ever-growing influx of sports titles being introduced to the 32-bit (and 64) generation. The 
French-based company. FDI (“the froggies did it!"), who were employed to program Adidas 
Power Soccer, have created a product that excels in its highs and withers within its lows. 

Last issue GameFan reviewed US Gold's Olympic Soccer and, although at the time we 
considered it to be a competent sim. typical to this industry, sometimes it only takes a 
month for a good game to become old (and at times, bad) news. Even as APS was dropped 
into my outstretched hands for review purposes, I prayed that perhaps the time had come for 
PS soccer fans to be blessed with a hot deal that Saturn owners (who have the beauty of 
Victory Goal 96) could look upon with jealous eyes. Topping VG96 won't happen anytime 
soon, but APS is a quality game in its own right. Leading you into the game is some 

K impressive CG of the typical dudes playing 
soccer (no. Jacques, they're playing golf, 
duh!). This CG. as well as all CG in APS, has 
an extremely human quality to the movement 
and is high quality to boot. Pre-game options 
abound: timer, name input, off/on sides, ^ ^ 
weather, sound (fx. crowd, tunes, and com- 
menrary). as well as a ref mood selector 
(ranging from medium and unkind to severe, 
random or blind). Sadly there are only three 
countries to choose from, although every 
team from each of their divisions is included. 
In effect, even though we’re talkin' the 
French. British, and German leagues only, 
each has between 14 and 28 teams . Despite the fact that you can't play for world teams, 
there's ample varieties in these teams to stay busy. Friendly match, tournament, or season 
modes are at your disposal, with a choice of Simulation or Arcade play (Arcade s a free ride 
and Sim allows for player performances and injuries). 

I always prefer to cite the graphical and gameplay ele- 
ments in different locations from one another, but with 
APS I feel compelled to combine the two. You see. the 
animation of the players is nothing short of brilliant. 6 I 

< with every textured polygon motoring up the field at 
30 fps nr more The motion captured movement 
flows clean and realistic, paralleling true-life real 
ism. Special touches are generously applied to many, 
many of these motions, i.e., after solid tackles, ^ 

players, rolling in pain and clutching their wound, 

, will struggle to their feet and limp away. My point 
being this: The players look like they've been deliv- .^j 
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A GOOD KICK 
IN THE PANTS! 
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ered a painful blow and the effort put into conveying such pain on screen is admirable. Post-scoring 
celebrations are also very cool with incredible smoothness implemented into cartwheels and dances. 
As for the connection between the graphics and gameplay, well, sometimes the insane animation 
becomes a hindrance when attempting certain motions due to the fluidity of movement. It’s really a 
moot point (it doesn't especially interrupt the whole experience, it merely forces you to play harder), 
but we sport fans need to know ALL the details. 

The player moves themselves are nice and varied - you can sneak handballs, yank on T-shirts from 
behind, push, tackle, leap over attempted steals, and shoot with the usual ammo-load of flicks, head- 
ers. bicycle and banana kicks. You’re even at liberty to get creative ( and cocky!) with some nifty 


backwards heel passes. There's actually a CG clip 
0 /^ ) -Tj T , demonstrating each of these moves in 

y. motion as you peruse the control 
> screen, also showing the correspond- 
ing button presses. Good stuff. 

Beyond all the player highlights, the single stadium is ragged 
looking and void of detail. With a beyond-glitched playfield 
(complete with Houdini-like line markers that disappear mysteri- 
ously), a tapestry of washed-out madness lo r a crowd texture-map. 
dull and featureless stonework for walls, anti J'lroted bitmap color- 
j splash for a sky. this game is NOT carried by the strength of its back- 
' grounds. Nor will it be remembered for it’s music, despite the intro's 
catchy techno tune. The sound effects are extremely cool, however, 
t with some wicked crowd chants and wails of approval during fine 
t plays. On-field sound is sparse, although if you've left the commen- 
tator on he will interject with quippy British observations every now 
and then (thankfully not chewing your ear out). You'll hear such wel- 
come brilliance (psych!) as. “It's decisions like that that make a very 
good case for the use of a third eye. " Huh? Not exactly what I'd expect 
to hear at an intense soccer game! 


In the end, Adidas Power Soccer claims the temporary PS soccer 
crown, by virtue of its character and gameplay. The engine running the 
players is the game's most obvious showcase, and the play is also well- 
conceived. Unfortunately, the pretty pictures are limited to the players and 
CG scenes while the stadiums are graphical duds. There is definite fun to be 
had here (especially multi-tapped), but it you own a Saturn, save your cash for 
M-Goal '96, the real second-generation soccer game of choice. /S 
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Hard to believe these 
arc Genesis graphics!! 

^//////////A\\\\\\\\\\^ 






✓ 0 * 

■RHi 


vl 


96 

W:. 







r!VM 



o i 














USABtSKITBALL.COM 


is* MEFAN 


Eidos. formerly known • y • mn 

as US Gold, is just 

rolling out these SSSBX 

Olympic-licensed A rpr - 

games! Olympic — “ = 

Soccer and Olympic Summer Games did very little to 
impress, which left me wondering about this, the lat- 
est Summer Games spin-off title. 

I must clear this right away: Our preview copy of 


Dream Team Basketball is 70% complete. This final 

30% must become a miraculous upgrade to the cur- »■ r 1 

rent game. I usually refrain from comments of this nature when it comes to prelimi- 
nary versions of games, but DTB needs to take large steps before its release. 

Currently, DTB. programmed by Anvil, has every option that will be in the final 
copy. All the Dream Team members are, of course, included on Team USA. Every 
international team is also included, with unexpected countries like Saudi Arabia and 
Venezuela. There are Exhibition and Tournament modes, a choice of two venues 
(the Georgia Dome and Morehouse), and multiplayer game modes. The many 
options are a fine addition. 

With regard to graphics, I cannot believe how awful the movement in DTB is! I 
am wholeheartedly praying that the final 30% is applied to optimizing the game 
speed and play. As of now. this turtle crawls along at 15 frames per second - tops. 
The animation on the players is choppy and the amount of pixelization is scary, not 
to mention the jerky screen motion. The only nice portion of any visuals in DTB is 
the reflections of the players on the arena floor. 

All of this severely hampers the play because it's difficult to concentrate when 
everything around you is framey and slowing down. The players have sky hooks. 2- 
hand jams, and reverse slams, but they look so bad I really didn't care. 

O.K., you can see I've been hard on Dream Team Basketball, but I am obliged to 
tell you the truth. Don't get me wrong, I like US Gold a lot. I want them to com- 
plete Dream Team Basketball and let us have a blazing fast, smooth and exciting 
basketball game. I’m going to be right here with a review when the final is in. 

Come on guys, this is the PlayStation, so let's see those 32-bits crankin’ out some 
sports power! /S 
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Picture VF2 in a sports game. That, my sports- 
lovin’ friends, is exactly what you get in DecAthlete: 
drop-dead gorgeous, just plain incredible graphics, 
operating in high-res mode, at 60 frames per 
second. It’s a cinch to see why we were so 
impressed. (“That’s a Saturn game?”) The 
characters are characters, not merely face- 
less duds, with so much attention to detail 
V/f that you actually remember them as individ- 
fnJS uals. They all have various poses as well 

as voice samples which range from cool, 
to hilarious (the German dude sounds 
sooo bad... and I love it!). 
m There’s a good possibility that 

■ DecAthlete will be out as you read this, 

and if it is, do yourself a major favor and 
^ check it out. One final note: DecAthlete is 
NOT a simulation - it’s more of an arcade 
W game (with arcade play), so expect it to be 
- I great looking, fun to play, and a breeze to 
get into. JS 


The Olympics really bring out the sports titles 
(making life as a sports editor a JOY), and now 
we have Sega’s entry into the genre. DecAthlete 
is completely unlicensed, much like Konami’s 
International Track & Field, and proves once 
again that big games don’t need big names. 

We’re dealing with ten events (hmm... That's a 
surprise!) stretched-out over two days. You may 
participate in the 100, 400, and 1500 meters, the 
Javelin throw, Shot Put, Long and High Jump, 
Hurdles, Pole Vault, and Discus. Every event plays 
perfectly, with one or two players, and uses the 
tried and true speed button and action button to 
command the athletes. The events are introduced 
with a short instruction screen which demon- 
strates, step for step, how to initiate the moves 
required to complete the event. The Decathlon 
mode occurs over two days, the Arcade mode 
allows you to continue after disqualification (and 
choose your event), and Practice mode is a free- 
for-all where you can tune up your skills. 
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GameFan Baseball Cap 
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To order call 

TOLL-FREE 


888-GAMEFAN 

mi 


or contact us at 
www.gamefan.com 



Sign me up for 12 issues of GAMEFAN for only $24.99. I'll save $46 off 
the cover price and get a GAMEFAN baseball cap AB80UJTBy FRIEI 
£] Payment enclosed Bill me q Visa/MC 


Money-Back Guarantee 
en all unmalled Issues. 


ap 


Exp. Date 


Signature 


Make checks (US funds) payable to GameFan P.0. Box 469084, EscomBdo. CA 92046-9084. Canada and Mexico add 810. fWJTPMg 
Other foreign add $20. Your first Issue vrtl arrive In 4 to 6 weeks. WHICH FOR HI Expires November 80, 1996. 
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before they attack. You N) , 

can tty dodging them if ™" 1 

you want, or even use AVAILABLE AUGUST 

them to solve little puz- 
zles (for example, you ^ ^ 

can lure enemies into H 

breaking a little shortcut 

for you in the first dun- / Mm 

geon). Other than that, 

it’s the same old Lunar | 

you know and love, just m i 

about twenty times I P 

slicker than the SegaCD - 

original. ■ • 

The current release ^ ™ 

date for Lunar is “late p 

August,” but as it's 

already july and no specific date has been 
announced, I'm a bit worried. But as long as 
it takes, at least I can rest easy with the 
knowledge that the time's being well spent. 
Lunar looks to be not only the Saturn's first 
major RPG epic, but also a much-needed 
exemplar of what a 16 to 32 -bit upgrade 
should entail. T 


January... February... july... August... Late 
August... Even later In August... ARRRGGGH- 
HHH ! ! ! ! I can't take it anymore! Where’s my 
Lunar? Well, it may be delayed (AGAIN), but 
if the whole game's gonna be as beautiful as 
this tiny morsel of the Saturn Lunar we 
received. I’ll be willing to wait as long as 
Game Arts is gonna make me. 

At least you can tell where programming 
house Kadokawa Shoten has been spending 
their time. Everything in Lunar - The Silver % 
Star has been redone, save for the basic 
gameplay storyline elements. The animation 
is a thousandfold better and there’s nearly 
10 times as much of it (40 minutes in total!), 
the music is all rearranged or totally new, 
and all of it is brilliant, even If it is “just” 
PCM. The graphics are colorful and hi-res, 
and just about every scene In the game has a 
new layer of parallax. The towns and dun- 
geons (well, the one of each we've seen so 
far) even have new maps. 

The only big surprise apparent in this ver- 
sion (outside of the amazing new sound- 
track) is the ability to see your enemies 
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gets far worse. 

Instead of tradition- 
al side-view 


Langrisser III 



I'imIu". II nr r , hiWXm 




i I 1 

v 2 v«v« 1 n;j 


















r / The game's villain, Gordon, owns 
J - the entire Village of Mist. No 
C one is allowed to enter, and no 
J one is ever allowed to leave. 

Fred’s visit provides him with an 
r 'j amusing distraction from the 
' town's day-to-day affairs. 


REVIEW 


Most people, I I 

suppose, will probably take 
one look and dismiss I 
Gekkamugentan Torico (let’s just I 
shorten that to “ Torico ” from now | 
on, shall we?) as another rendered 
D's rip-off. But what you see here I 
is the culmination of three years of 
development. Torico (originally 
planned as a Sega-CD game!) is the first FMV 1 
title that could actually be considered an epic - C 
in terms of length, at least. Though Torico is' 
only two CDs, it’ll probably take a good 10-15 hours to 
get through. 

An FMV game is pretty much worthless without a 
good, fast-paced storyline, and Torico' s a mixed bag 
in this department. Each disc has its own story, and 
Disc l’s sto- 
ryline is... 


well, you be 
the judge. 
You’re Fred, 
or at least, 
that’s what 
they call you. 
You com- 
pletely lost 
your memory 
4 years ago, 
and 
have 


no idea what your real name is, where you’re from, or 
what that weird seal is doing on your forehead. Poor 
Fred has spent years wandering from town to town, 
searching for clues about his identity. 

One day Fred wanders into the Village of Mist (a 
town noted for its complete and total lack of mist... 
although this is explained later). There, Fred is jailed, 
and summoned before the village ruler, Gordon. 
Gordon explains that there’s a well known legend in 
this town: One day an amnesiac with a mysterious 
emblem on his forehead will wander into town, and 
find the town’s lost city of legend, the Village of 
Moons. After negotiating terms with Gordon and his 
goons (“, Find it or we'll kill you!”'), you’re off on your 
quest. 

1 have three problems here. First off, isn’t amnesia 
just slightly over-represented as a mental disorder in 
video games? Such a 
cliche! Second, isn’t 
the old “legend has it 
someone who looks 
just like you will come 
save our town” almost 
as cliche as the concept 
of a main character 
who has amnesia? And 
finally, well, 1 guess this 
is really just a sub- 


M 

Gordon’s main goon, he captures 
r Fred (twice) and then follows him 
J around taunting him. Better hope 
1 . you can find the Village of Moons 
f x before he gets antsy and follows 
_ through on Gordon's threats. 


' Zaboo is Gordon's second goon, 
ffj a cold woman who can tell if 
' you're lying just by looking at 
(' you. She really isn’t that impor- 
'j tant, but I just love the name... 
\ \ “Hi, I’m Mac,” "Hi, I’m Gordon,” 
• “Hi, I'm... Zaboo?" 


L • No one is allowed to leave the 
P Village of Mists (ever), and Grey's 
r/ daughter paid the price for try- 
U- ing. But why does her spirit still 
j. linger? Where is her body? And 
I j why does her ghost seem to know 
uihn Fred is? 
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gripe about point two, but how is any town, especially one with 
only 12 people , going to remember a legend as inane as that one 
for CENTURIES? What, did everyone’s grandparents pull them 
aside and say, “Grandpa’s gonna tell you a story. In a hundred 
years or so an amnesiac with a weird thing on his head is going to 
come and find the lost City of the Moon. Now go to bed.”? I know 
all of us here in Agoura just can’t stop talking about the heralded 
day in the year 2243 when a mysterious man (with, say, a birth- 
mark in the shape of Papa Smurf) will come and avert a sanitation 
workers strike, or something. 

Sorry about that rant, but I was just horribly disappointed by 
this plot... This is the work of Kenji Takemoto, a supposedly 
famous mystery writer! And it’s not like it has cool riddles or any- 
thing, either. The entire first disc, as beautiful as it is, is really just 
a matter of walking around, hoping to bump into people, and pick- 
ing up such apparently useless items as a handful of sand. Almost 
all of the items are used right at the end of the disc, all in a row, 
to solve really easy puzzles. 

BUT, and that’s a big capital B, capital U, capital T, the game gets 
incredible once you actually find the Village of Moons. You really 
have to consider the entirety of Disc 1 to be a pretty but slow pro- 
logue to the stunning environments of Disc 2. I can’t say anything, 
lest I give it away, but you won’t be disappointed. 

My reservations about the storyline aside, Torico really is a spec- 
tacular adventure. For whatever reason, every rendered FMV 
game up till now has taken place in one enclosed mansion, so I 
was stunned by Torico's varied environments, such as the first 
disc’s representation of the entire Village of Mist. This is an FMV 
game you can actually get lost in (I actually had to make a map!), 
which is great if you’re just enjoying the CD, but not so great when 
you’re just wandering around waiting for something a happen (a 
tactic you’ll have to engage in many times). 

Luckily, your character walks fast, and there is 
no loading time, so it’s not as boring as it could 
have been. 

The programmers of Torico have mastered 
the CD format, and succeeded not only in cram- 
ming in tons of really good quality Cinepak 
(each disc has significantly more video than 
both of D's discs combined), but also in suc- 
cessfully hiding ail of the loading time. After the 
initial boot, you will literally never have to wait 
for the game to load. The game even has a 


Memory 

lets you access any of 

the many FMV conversation scene from the game 
any time, instantly. A very impressive feat. 

Torico's graphics are lush and beautiful, and the video quality 
is among the best ever seen on Saturn. The music is equally spec- 
tacular, and the whole 
thing mixes together to 
create a complex and 
beautiful mood. I don’t 
know quite how to 
describe it... If D was your 
typical, general audience, 
high budget, summer hor- 
ror flick, then Torico is a 
long, masterful, but occa- 
sionally tedious art film. 

Since Sega of America 
is evidently still in the FMV 
game business, they 
should seriously consid- 
ering porting over Torico. 

I doubt any of us would 
take some grainy, low- 
budget “romp” starring 
washed out TV actors 
from the late ’80s over a 
beautifully-rendered cine- 
matic experience like 
Torico. T 



P I guess there's not much to do in 
the Village of Mists, as the resi- 
le dent villagers seem to have 
: turned to obsessive hobbies. 
I - ' Mac s is clocks, so don't even try 
✓ to talk to him without one. 


The town's only doctor, Morse, is 
kind of a self-important jerk. 
Still, he has something you need, 
and you can enjoy seeing him beg 
for help in disc 2. I prefer to let 
him suffer. 


Anthony seems to be a character 
from the Mansion of Hidden Souls 
who's wandered into the wrong 
FMV title. Though he’s creepily 
obsessed with butterflies, he's 
the first friend you'll make in 


In a town where nobody’s allowed 
’■ ■ who needs 


j'j to enter or leave, 

> inns? I guess that’s why former 
' i. innkeeper Hannah is so bitter... 

Still, she might have some impor- 
jj tant advice (and an item or two). 







now host to a If 
solid version of(t_y/ 

Der Langrisser, a 
Langrisser off-shoot that 
was originally a Super 
Famicom remix of 
MegaDrive Langrisser II. 
Though Der Langrisser FX 
does, unfortunately, use 
the same bland and 
washed out graphics as 
the Super Famicom origi- 
nal, it has enough solid 
strategy (and a few nice 
enhancements) that make 
it well worth a look for sub- 
stance-starved FX own- 


Langrisser 
is not a series 
that's widely known in the 
Americas. Some Genesis 
old-timers may recall it 
from the one Langrisser 
release that made it here 
(Langrisser 1 , as Treco's 
VZarsong). but for the 

■ J most part, the good ol’ 
B /"Lung-Ripper" (it’s 

■ WGerman) series shall 

remain forever beyond 
iff our grasp. Unless, of 
II course, we pick 
fl up an import. 

1 The PC-FX. a 


recently been drown- 
ing in soft-core anime 
porn conversions, is 







feis eju kti-Sua; 
kju'iia ;Hl) 


The strategy is quite deep, but easy to 
pick up, and the game's impressive total 
of 70 maps (although you only need to do 
about 30 to beat it) will keep you playing 
for months. Like the 16-bit originals, 
Langrisser is a tad easy and quite repeti- 
tive. but the engaging storyline will keep 


can't believe how much money they put 
into this aspect, hiring not only top class 
animators, but a full cast of voice actors 
as well (warning to import buyers: You 
can't fast forward the voice, so if you 
don't know Japanese, you'll have to 
spend a couple boring minutes waiting it 
out at the beginning of each map). The 
actual video quality is a bit chunky, like 
Saturn Cinepak. but this is probably 
(hopefully) due to the large amount con- 
tained on the disc. 

The other FX enhancement is in the 
music. Masaya has always hired Two- 
Five (the talented composers of the 
Lunar series) to make their music, 
an effort that is usually wasted on 
- the MegaDrive's 


PCM soundtrack is vastly improved, 
and you can finally appreciate 
Langrisser 1 s musical quality with- 
out buying an arranged sound- 
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Ah. the intermissions... the animation 
quality is outstanding, and the intermis- 
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Sorry for missing you guys last issue, but you needn't worry (you were worried, right?), as Anime 


Sorry for missing you guys last issue, out you neeon r worry ( you were won mu, nyni as nnmm 
Fan is back and better than before. This month we’re presenting the two pages from last month, 
the two pages from this month, and two pages of compounded interest. Enjoy! 

Fin Kam sonn mu to 


Considering the many recent disappointments in the I 
fighting game anime department (to 
recap, the Japanese Street Fighter 
TV series was hideous, 

ing), I'm actu- 

[ ally stunned 

W Toshinden is. 

ff ' t IV / < X anyone’s idea of a dramatic 

J epic, but the animation and 

* directorial style will surely 

please fighting fans. 

The stor y |ine is mostly original, inspired by the 
game and comic, but not closely based on 
> either. It takes place after the first 
( k Toshinden tournament (but before the 

/ V , v X secondi. as a robotic Sho the older 

MRi ] ^ brother Eiji was in search of as he 

W\ I \ ^ entered the Toshinden tournament) is targeting 

/ V/ a all of the combatants. He offs Run-Go, Mondo, 

Ar\ y ^ and Fo in the firs t 45 seconds or so, so 

V their adoring public (ha!) will no doubt be 

l crushed. So, enter old friends Kayin 

' (whose father was killed by Sho) and Eiji, who, 
\ \ meeting Sofia and Ellis on the way, are off to uncover what- 

\ ever conspiracy is behind the Sho project, 
j Although the concept of a robotic villain sent to learn 


|US Manga Corps 


Details 

Unavailable 


l everybody’s fighting style has appeared in just about 
u ' every fighting game-based anime yet, I'm generally pretty 
f j pleased with the storyline. Uranus and Chaos make pret- 
} ty cool villains, and Eiji, Kayin, and Sofia have more per- 
sonality than you'd probably guess. Please note that I exclud- 
ed Ellis from that last comment, as she completely sickens 
me. First of all, the ever-youthening circus performer now 
| appears to be about 4 years old, and every time she talks I 
k have an uncontrollable urge to slap her. Ick. 

^ Tracy, Master, Duke and Vermillion have yet to material- 
Ei ize, but otherwise all of the characters are well represent- 
Ey ed. They perform all of their signature moves, and the 
^ A fights are always satisfying and well choreographed. 
B Since that’s probably all anyone cares 
about, I can actually recommend 
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Ok AV Ooddess! 


ddess!, famed for its easily accessible storyline and beauti- 
Kohsuke (Tales of Phantasia, You're Under Arrest) art, is 
available for that mysterious other half who prefers their anime 
Though I’ve never been able to understand why 
would desire such a thing, it seems that 
has done an excellent job with this one, as its 
voice acting had nothing capable of causing even an old 
time dub-hater like myself to cringe. 

If you're new to Oh My Goddess!, it’s one you’ll defi- 
nitely want to take a look at. Similar in style to Urusei 
Yatsura and Ranma 1/2, Oh My Goddess! is a light- 
hearted romance with unusually beautiful artwork. 

Loveable loser Keiichi gets some sort of 
Goddess Assistance Hotline when he dials 
a wrong number, and before he knows it a 
lovely deity named Belldandy is offering 
him one wish: anything he desires. Half in 

jest, he asks to have a girlfriend like Belldandy, “forever," and, well, we all 
know what happens next. It truly is every man's fantasy (well, okay, maybe 
just mine), and a good premise for this well done 5-part comedy romance. 



Panzer Dragoon Anime 
In Production 


|N I thought Burn Up W must have some connection to 
Kenichi Sonoda’s Burn Up!, but after viewing this 
I’m hard pressed to determine what exactly this con- 
^ nection might be. It has no char- 
ts acters in common with the ^ 

^original, and sadly, looks j 

N pretty bad in compari- 
^■son. “ ■ 


_ Although the 

1 ’"' —I— character designs and animation do have their 

own charm in a Tenchi Muyo sort of way (it’s by the same team), their per- / 
sonalities and the storyline are hideously generic. / 

So, a bunch of terrorists take over a hotel, and after about 20 minutes of 

— dul1 conversa tion and childish sexual dou- j 

/PyrfjRrr \V\A X "twfl ble entendres, strike team "Warrior" is / 
W/F/Jlli B\\ 4m I called in to save the day. 


The terrorists j 
demands somehow lead to one of the ^ 1 
team bungee jumping nude in to appre- 
hend them, a scene that's supposed to be I \ > 
wacky and exciting, but ends up being neither. I 1 j 
This is especially unfortunate considering it \ 
seems to be the action climax of the episode. I 
The villainess has some kind of intriguing 
scheme going on, which may make for some \ 
interesting plot developments in later 
episodes. But other than that, there's 
little in Bum Up W capable of hold- / 
ing the average viewer's interest. 


Sega's animation division is cur- 
rently working on an animated ver- 
sion of Panzer Dragoon that’s due 
out in Japanese rental stores later 
this summer. The storyline will be 
based on Panzer 1, but in addition 
to hero Kyle, will also feature Alita, 
a female dragon-rider that was orig- 
inally going to be a selectable char- 
acter in Panzer 2. 


[AD Vision 


Available Now 


19.95 

Available Now 
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Yes, I know the better part of a two-page spread for one anime is pretty gratu- 
itous, but in this case, I couldn't help myself. Evangelion is, in my opinion, quite 
possibl... oh, screw that. Evangelion IS the best animated series ever, and if you 
disagree, tough. 

I'll forgive you if you're skeptical. I was too. I mean, let's break the story down: You 
have a setting of a futuristic, post-apocalyptic Tokyo. You have giant monsters on the 
bad guy side and giant bio-engineered semi-robotic creatures on the good side (which, 
dare I even suggest it, might possibly have been designed with a 
line of toys in mind?). You have a plot contrivance which 
ensures that only middle-school aged teenagers can pilot 
these creatures. And you have a cast that’s 80% female, a 
shocking 100% of whom are attractive. Wow, doesn't that 
sound innovative! But after an informal survey of the 
Japanese anime magazines scattered around my office, I 
noticed that Evangelion was on the cover of about 70% of 
them, a shocking amount considering that its TV ratings barely 
even placed it in the anime top 10 (I mean, Evangelion got mur- 
dered in the ratings by Wedding-U\gg\n'-Peach.). 

But now that I've seen it, I understand... Evangelion is nothing 
like all the other anime series. Evangelion is art. This is the best- 
written, best-directed, best-animated TV series I’ve ever seen, 
thought that went into Evangelion' s storyline is incredible... 
Actually, I almost gave it up about halfway through because I was so 
frustrated about how cheesy it was getting, and how they'd keep intro- 
ducing these shocking plot points and then seem to totally forget about 
them by the next episode. But having stuck it through to the end, I now know 
better. What seem to be gaping plot holes in the early episodes turn out to be 
the seeds of brilliant plot twists in the later episodes. And when seemingly 
important sub-plots are ignored for episodes on end, the writers 
laven’t forgotten, they’re just playing with you. And they can 
ifford to, ‘cause the resolution is always worth it. 

Here's your storyline, or at least, the 
tiniest fraction of it. It's the year 2015, 
and the great majority of the world's pop- 
ulation has been wiped out by 
| two huge disasters: a meteor 
impact and a plague. Most of 


SIS' 
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the Earth’s cities lie barren, but the survivors have managed to pick up the 
pieces and move on... Until all of a sudden, a mysterious series of “angels” 
start attacking the Earth. No one (or so it seems) knows who they are or 
where they came from, but each one is more powerful than the one before, 
and their appearances are becoming more and more frequent. 

To combat this, a man named Gendoh Ikari created both a series of bio- 
genetically-enhanced (but seemingly mechanical) creatures called 
"Evangelions,” and a pseudo-military organization (that now works for the I???. 

UN) called “Nerv" (from the German word meaning, urn, “nerve”) to control |Available Aug 

and maintain them. Unfortunately, the only people who could sufficiently 

bond with the Evangelions enough to pilot them were a handful of 13 and 14 year olds. And 


AD Vision 


$34.95 


Available Aug 


even worse, Gendoh discovers, is that his abandoned son, Shinji, is among them. 

Shinji, called back from living with his uncle to work for a father he despises, is our hero. 

He's a polite, bland little boy with no self-esteem who doesn't really care about anything, 
including his own existence. The heroines are upbeat, talkative Misato (his direct comman- 
der, housemate, and in a sexually tense sort of way, foster mother), and Shinji’s two fellow pilots: cold, spook- 
ily reticent Rei (whose voice actor is, amazingly, the usually ultra-bubbly Megumi Hayashibara), and spazzy 
half-German Asuka. 

Doesn’t sound like much, I suppose, but there’s enough weird stuff going on behind the scenes to make for 
an entire season's worth of X-Files. Evangelion doesn’t get really good till the last half, but by then, it's beyond 
brilliant. If you’re still not convinced that Evangelion is something incredibly different, try this: It's a 26 episode 
series, but the final battle is in episode 24. The last two are composed entirely of the main characters' inter- 
nal psychological conflicts. You won't find that in, say, the Virtua Fighter anime. 

The Yoshiyuki Sadamoto characters are awesome, and the animation quality is amazingly good. The way 
they could accomplish such good animation on a TV series budget is pretty obvious - they recycle the hell out 
of everything (a fun game to play while you watch is to count how many times each cut away scene is used. 
By my count, the one where Shinji’s walking down the street and is passed by a DHL truck holds the 
record). And just so you're warned, the series does contain two parts that shocked Japanese TV audi- 
ences enough to almost get the series pulled by some network affiliates. One tastefully-done sex scene 
in (I think) episode 18 (which you can hear, but not even see... I guess the Japanese are offended by 
the mere concept of sex scenes that don't involve tentacles) and one very gory scene in episode 20. 

Evangelion has received an incredible amount of critical 
I acclaim, even by Gainax's (the group that did Gunbuster , 

I Nadia, and Wings of Honneamise) standards... The 
1 series ended in Japan 6 months ago (a movie is evidently 
the works, and 


they're redoing the ani- I 
mation in episodes 25 I 
and 26 for the home video release), but 
it’s still on the cover of 
Japanese anime 
magazines. That's a 
pretty excessive 
amount of hype, but 
this time, it’s more 
than worth it. 
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[AD Vision 


Details 

Unavail< 


This sequel takes place a couple years Joe Takami is a computer genius who’s 
after the events of the original MD created an artificial intelligence program so 

j revolutionary that it landed him on 


■ffl US Manga Corps 


60 min 


$24.95 


Available Now 


J>19.90 

Available Now 


Geist, a classic f 
title that I recall 
seeing and vague- 
ly enjoying many 
years ago. Geist v 
II doesn't do much 
to recap the origi- 
nal, but you'll pick 
up the storyline 
soon enough: MD 
Geist and MD Krauser, the two 
prototype "Most Dangerous 
Soldiers," are fighting each other 
in the smoldering remains of 
Planet Jerra. Since one's nuts 
and one has the constant smell of 
evil about him, there's really no 
one to root for, but that doesn't 
diminish the pleasure of their fight 
scenes any. The 
artwork is just about average, 
with unusually colorful and well 
drawn backgrounds successfully 
compensating for the He-Man- 
esque quality of the characters. 

The prolific director of the 
Geist series. Koichi Ohata, is 
kind of like a Japanimation ver- 
sion of Cutthroat Island director 


the cover of Time magazine (with 
the perplexing headline “Baka 
Doi."), and put him firmly in the run- 
ning for a Nobel prize. But while 
his career is coming together 
splendidly, his personal life is 
falling apart in a very unique way. 
Record checks on his friends and 
family seem to sug- 
gest that they never 
existed, and his 
own records are 
mysteriously classi- 
fied. A chance run 
in with an ex-girl- 
friend reveals even 
more mysteries: 
She has a different 
and claims 


not to ever have met Joe, despite an unmistak- m 
able physical resemblance. 

Dark Warrior has one of the best set-ups in 
recent memory, slightly reminiscent of the moody ^po 95 
and mysterious Bounty Dog. Unfortunately, this Available Now I 
just makes it all the more depressing when all the 1 

characters suddenly transform into muscle- 
bound Fist of the North Star rejects and start 
beating each other up. Perhaps part two will pro- I— 

Reny Harlin. meaning he makes relatively big budget films that are vide a more satisfying conclusion to this saga, but until then, be fore- 
kind of fun to watch, but would leave you feeling horribly embarrassed warned that despite it’s early good intentions, Dark Warrior strays way too 
if anyone you even remotely cared about ever saw you watching one. far from its intended path. 

This problem is further compounded by an awful dubbing job... 

Although I suppose it's not the voice actors' fault so much as it is 

the writers'. It's just hard not to cringe when some poor guy bare- / A / \ I l\ ^ / .A ^ IH,—. r_A 

ly making scale pay is forced to emit a labored holler of “I'll send 
you straight to death r in a key battle scene... 

The newest in a series of obscure-game-to-anime translations, Power Dolls is tightiy^ 
related to the excellent military strategy title of the same name. Available on the PC-FX 
and DOS-based PCs (even in America, thanks to MegaTech), Power Dolls is the 
story of a heavily armed 26th century revolution, set on the planet Omni. 

Beset by overpopulation, the Earth decided to ship . . .... . 
armadas of political prisoners to this desolate planet 
late in the 25th century. The few that survived the 

i trip began to develop the land, and Omni starting 
turning into a utopia. Unfortunately, the Earth 
forces now want Omni back, and as you can guess 
(political dissidents are so touchy), no one was too 
thrilled about that idea. 

The anime charts the story of the DOLLS 
division of the Omni's liberation army; 

20-some specially trained, ^ 

\ mech-piloting young women. 

\ If you're not into the horrors of war, or at 
least women in skin-tight clothing, 

\ you're not going to find too much to 
- enjoy here. Admittedly a fan of both, 

I thought it all came together 
^rather nicely, sort of like Sol 
? Bianca mixed with some of the heav- 
ier elements of Area 88. 








19.95 


Available Now 


two before, but as the 
two best anime series 
currently running this 
side of Evangelion, I 
think they’re well worth 
another look. 

Iria 3 is the series' 
final chapter, featuring 
the long, splendidly cli- 
mactic final confrontation between Iria and 
Zeiram. The two episodes on the tape are 
chock full of the same exotic landscapes, 
curious societies, and alien technology 
that make Iria so intriguing, and the final battle scenes are the culmina- 
tion of Tetsuro Amino’s increasingly masterful directorial style. Also of 
note are the coolest set of Iria gadgets yet, and a shocking revelation 
concerning sidekick Kei that may or may not cause a vague feeling of 
intestinal discomfort. 

If you haven’t given Iria a try yet, I heartily urge you to do so. This brief 
series contains so many great ideas that it almost seems a shame to see 
them compacted into just six too-brief episodes, when they easily have 
the strength to support dozens more. And if you've been following it all 
along like I have, well, make sure you don't miss this one last chance to 
enjoy Iria' s artichoke-shaped cloak of wonders and the unusually well 
done opening animation and theme song. 

Now that Iria is over, I can only console myself by watching Gunsmith 
Cats 2 another million or so 
times. I'm glad to report that 
my fears of one of those sec- 
ond episode animation quality 
drops were unfounded, and 
the animation, storyline, 
soundtrack, and dubbing are 
all once again, top notch. 
Another notably pleasant 
change is the addition of 
tasteful squirts of blood, espe- 
cially after the squeaky clean 
lack of gore which slightly 


a big deal, I suppose, but watch- 
ing the original had the same 
disconcerting feeling as playing 
Virtua Cop at Disneyland or 
Chuck E. Cheese’s (you know, 
where the enemies have all 
mysteriously become androids). 

This time around, heroines 
Rally Vincent and May 
Hopkins, every Libertarian’s 
wet dream, are being stalked 
by an ex-KGB contract-killer 
with no shortage of feminine 
charm (heh, heh... snort!). A 
highly cool villainess, you not 
only get to see her waste a 
half dozen ATF agents (what 
would Bush think!), but 
engage in a high-speed car 
fight with Rally's prized Shelby 
Cobra. 

As in the first, Kenichi 
Sonoda’s immaculate 

research shines through. His 
setting of Chicago is so per- 
fect that it almost makes you 
think that this is just another 
one of those well-written, bril- 
liantly drawn, mature audi- 
ence-oriented 
American-made 
animated dramas. 

Ha ha! I’m joking, 
of course. But 
seriously, high 
praise must go to 
Sonada, for mak- 
ing Gunsmith 
Cats as believ- 
able and enter- 
taining as anime 
gets, no matter 
how stupid that 
Internet part was. 

LIB AD Vision 


30 min 


J4 ^ 


Available Now 
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Clockwork Knight $14.99 


Virtua Fighter 
Metal Black 
Twin Bee 
Hyper Reverthlon 


IMPORT PLAYSTATION 
Konaml Baseball '95 
Stahltehder 
Galaxlan 3 
Two Tenkaku 


IMPORT SATURN 
Horror Tour 
Victory Goal 9G 
Tama 

Virtual Hydlide 
Hang On GP 
Irem Classics 


IMPORT 3DO 

Black Mask Of Death 

Insector War 

Microcosm 

Doremon 

Pollcenauts 


Exector $39.99 

Prime Goal EX Soccer $39.99 
Metal Jacket $39.99 

V Tennis $39.99 


Stan Story 

(Available August) 


From the creators of Sonic! (Available Now) 
(Inc. Analog Controller) 


Side scroll action platform power (Available Now) 
on the Saturn! (Available Now) 


e-mail: 

diehard761 @ aol.com 
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Several designs available 


Models. Call 
lop Prices 


Many others kits to choose from 
Limited Quantities! Prices start at $79.99 

Assembly and painting required 


All Import RPGs Include Free Translation 
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Dear Posty, 

I was at E3 and thought it was great! One 
ot the most interesting things that I saw there 
was a hobbyist PlayStation kit that was 
tucked away in a corner of the Sony booth. I 
read the description, but I have forgotten a 
few things about it. I know that it is dark 
grey, it comes with cables to hook it to your 
computer, that it comes with software and 
some manuals, and that Sony is only plan- 
ning to release it in Japan. What I want to 
know is this: 

How much is it going to cost? (I forgot 
that) Which language will it use? Would it 
burn its own CDs? If not, how would it be 
done, with a PC one? And would SCEA con- 
sider bringing it out here? More people here 
have PCs compared to in Japan, and the 
PlayStation has also dominated in North 
America, as compared to Japan. Or could 
this be a deciding factor against it? Also, 
why has nobody reported on this? 

Thanks, 

Graeme Clark 
gclark@img.net 

Thanks for reminding us all of this important 
development. This is actually a very big 
deal and very good news for aspiring game 
developers. Here's how it works: you buy 
your awesome-looking Net Yaroo Ze 
(Meaning, like, “ Let’s net!") pack for for 
Y1 20,000 (about $1090) ana you not only 
have a cool gun-metal grey PlayStation, but 
all the equipment necessary to hook it up to 
your home PC. From there, you read your 
manuals (in Japanese, of course), program 
in C, and make your own PlayStation games. 
The "net” part is Sony's expectations that 
people will upload their games to a site that 
Sony will create, and everyone will help 
each other out to make cool games, which 
maybe Sony will buy and release as a com- 
pilation disc or something. Think about 
this. ..Fora little over a thousand bucks you 
and your international friends could be mak- 
ing PlayStation games. It’s super smart for 
Sony, too, 'cause they’re ensured of a next 
generation of game developers who are 
somewhat experienced at PlayStation devel- 
opment. You would still need your own CD 
burner (if you wanted to actually press 
copies), but it’s still much cheaper than buy- 
ing a full-fledged development system. 
Anyway, this is a great idea, and Sony MUST 
bring it out here! Heck, I don ’t know a word 
of C, but I want to get a hold of one and start 
developing! Wurde sehr kuhl sein, ja? 

Dear Postmeister and everyone at GameFan, 
Thankfully, female gamers are starting to 
et noticed! Yes, we may be few and far 
etween, but thanks to people like Jen Seng, 
we won’t all be seen as feminists. Yeah, so 
some of the girl characters in fighters are 
pretty questionable, but that doesn’t mean 
they’re weak! I’m trying to ignore that stuff 
now and concentrate on the game. 
Especially since there really is no way to 
stop it. So, on to the questions... (again)... 

1) Is it possible that I’ll get to see Magic 
Knight Rayearth on my PS-X? That game 
looks pretty cool, and the anime art is so 
reat. 

J When can I expect Soul Edge or Street 
Fighter Alpha 2 on the PlayStation? And 
what about Samurai Shodown RPG? 

3) I think my friends will go insane if they 
don't get the answer to this question: Will 
Sailor Moon Super S be coming over here? 


There’s already, like, 7 different Sailor Moon 
games in Japan. 

4) Did you know that the song “Trouble Man" 
comes from the TV show, Darkstalkers ? I 
would not recommend that show, however, 
because it’s just awful. I love the characters 
and game, just not the cartoon. 

5) You should put more info in your mag on 
RPGs. Either that or we need to start a fan 
club. 

6) I really love the Anime Fan. Good job! 

7) Yeah, I have to admit, polygon games 
make the characters look pretty dead. Hand- 
drawn art is more... expressive. Still, I like 
Soul Edge. 

8) You should have a pen pal column! I only 
know, like, 2 girl gamers. 

Well, that's about all. You can officially 
tally the number of female writers up to 4. 
I’ll bet there are more... and they should 
write in! Until next time, 

Au revoir 
Alison Cappellieri 
Danbury, CT 

1) Very unlikely. Sega’s one of the show's 
biggest sponsors, and handles just about all 
of their merchandising. (Seriously! You buy 
a Maaic Knight Rayearth pencil box and you 
see Sega's logo! Very disconcerting.) 

2) Soul Edge at the end of the year, Street 
Fighter Alpha 2 will be late summer or early 
fall, and Samurai Shodown RPG will be the 
end of the year in Japan, and "who knows" 
in the US. 

3) We get so many letters from Sailor Moon 
fans... It’s actually quite terrifying, as they 
seem far more organized and somewhat 
more dangerous than your average anti-gov- 
ernment militia. Although their letters are 
coated with stickers and drawings and on 
pink stationary, the message is clear: 
“Sailor Moon, now, or one day I’ll kill 
again. " To be honest, neither I nor Takuhi 
(to whom many of these letters are 
addressed) know a thing about Sailor Moon, 
so please stop writing and asking questions 
like "I really MUST know! What did Sailor 
Jupiter tell Sailor Ganymede's sister in the 
episode when Sailor Charon spilled Tabasco 
sauce on Sailor Euro pa’s new pink jump- 
suit!?” Sorry to get off track there, but I’m 
beginning to get concerned about my fami- 
ly’s safety. Anyway, nobody ’s picked up any 
of the Japanese Sailor Moon games. 

4) Are you serious? ’Cause the one in the 
Japanese version is sung (in English) by a 
Japanese man and the lyrics make very little 
sense. Surely our children aren 7 being sub- 
jected to that!? 0, was Holle! 

5) How much more RPG coverage can you 
want? 

6) Thanks! 

7) Agreed on both points. 


8) Okay, pen pals... Everyone, especially 
female gamers, have been pushing me to 
start a Pen Pal column in the wake of Jen 
Seng’s later from Issue 4-7. Well, I’ve 
talked it over with the boss, and he says, 
,,Fabelhafte Idee!” (Well, that’s what he 
meant.), but for obvious reasons we can’t 
publish home addresses. But we’re trying to 
get something go with e-mail, maybe on our 
website, so if you have e-mail and are look- 
ing for a pen pal, let us know! 

Agent Posty, 

This is your mission, should you choose to 
accept it. I want you to infiltrate the Sega 
headquarters and find all of the information 
concerning Phantasy Earth. All information 
should be printed in an upcoming issue of 
your magazine. 

After you’ve completed this task, you are 
to find any information concerning the 
upcoming Lunar games. You are expected to 
interview members of Team Alex, deliver a 
multi-page report and print it in your maga- 
zine. 

Sincerely, 

John Wison 
Lost the address. 

My specially trained army of 
“Postoperatives" (net it?), have been given 
full authority to bribe, kill, or seduce anyone 
necessary to acquire the Phantasy Earth 
story. Here 's what we ’ve come up with: 

Speculation about a Saturn Phantasy Star 
began when we saw the Phantasy Star 
Memorial Book. It contained an interview 
with the Phantasy Star team (the people who 
brought you 1,2, and 4, the only real 
Phantasy Starsj. Though they didn’t say they 
were actually working on a Saturn Phantasy 
Star, when asked the question of what it 
would " hypothetically be like, their 
responses were incredibly detailed... 
Suggesting, of course, that it was well under 
way. But what happened? For over a year 
Phantasy Earth has languished at the bottom 
of Sega s release list, the only title for which 
no shots were ever shown, and no details 
were ever announced. We 've also heard of a 
game called De La Phantasia. which turns 
out to have been the same game. Evidently 
Sega began work on the project, but the final 
game evidently sucked, and Sega put it in 
what they refer to as "the crypt. ’ Meaning: 
cancelled or on permanent hold. That’s all 
the details we could get, but we 'll keep you 
posted. Looks grim. ..Diese Welle hat einen 
Vogel, ja? 

The few surviving Postoperatives are hard 
at work on arranging an interview with 
Studio Alex, but we have heard quite a bit 
about their projects. They claim to currently 
be working on a non- Lunar RPG, but Lunar 3 
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will happen sometime in the future. And 
once Kadokawa Sholen finishes up Lunar - 
The Silver Star for Saturn, they’re expected 
to begin work on converting Lunar: Eternal 
Blue. 

I have some questions about the U S. and 
Japan launches of the Nintendo 64: 

1. If the U.S. is shipping the system to 
stores on Sept 20th would you be able to buy 
one then? 

2. What accessories will be available at the 
launch? 

3. What games will be available at the 
launch? 

4. How many systems are sold in Japan so 
far? 

5. If you played Mario, how do you like it so 
far? 

6. Have you seen the chess game in Japan 
yet? 

Analog64@aol.com 

1. You can try... I've heard a bunch of sto- 
ries from people who conspired to get 
PlayStations early, and it sounds difficult, 
but possible. Popular tactics include brib- 
ing unscrupulous employees, and the ever 
popular “but Iname of local competitor 1 is 
selling them early!" Somehow I doubt that 
one would work, though. (Like the store 
isn ’t gonna call and confirm it?) 

2. The memory pack and the controllers, in 
a variety of colors. All the cables are the 
same as SNCS cables, so those are already 
available. 

3. Mario. Pilotwings. Blast Corps, and 
Cruis’n USA are the ones we know of so tar. 


4. Evidently the first run of 300.000 or so 
were pretty much sold out mostly due to pre- 
orders alone. The next shipment of 200, 000 
was stilt available in stores at the time of 
this writing, so probably between 300,000 
and 500,000. 

5. Mario 64 ist ein Zauberspiet, eine 
EmmiOarie aus der Faeriewelt. AuOer den 
groOen Lander, den man durchtahren kann, 
mag ich Marios Begwegungen - das macht 
mir I a chen und lac he In! Auch ist's noch das 
langste Mario-Spiel - reservieren Sie viel 
Zeit: dieses ist ein komplexes Adventur! 

6. No, though we're trying to get a copy. 
(It's actually Shogi. which is much older 
than what we call "chess. ") 

Finally, since we’re short of space this 
month (don't look at me. folks), lets justhit 
the key points of some of the letters. 

To Keith Eng, it's always wonderful to 
hear from a fellow fan of SQUARE sound- 
tracks. but how can you give .Romancing 
Saga s Ken/i Ino such kleine Ahnlichkeit? 
He did some great work on RS3 and it was 
he who did Seiken 1 s music (the arranged 
CO is ja gut), t love Mana S Hiroki Kikuta, 
and applaud him for boldly using a different 
sound driver than the one everyone else 
uses. He's probably my favorite now that 
Nobuo Uematsu and Yasunori Matsuda 
screwed up Gun Hazard ’s soundtrack so 
badly. Gel Treasure Hunter G. it's got excel- 
lent music by eight different composers, 
none of which we ve ever heard of. 

To all SNES RPC fans, I have good news, 
or bad news, depending on how you want to 
take it. Here we go: Remember Tenchi 


Sozo / Genesis/ Creation of Heaven and 
Earth? Well, it's fully translated into 
English, looking beautiful, and called 
Terranigma... IN ENGLAND. How ’bout 
that? Nintendo has translated the third 
game in the Soulblazer/lllusion ol Gaia 
series and only a handful of tea -sipping, rot- 
ten-toothed (just kidding, Gary!) Brits wilt 
get to play it. But true fans with tots of 
dough wilt probably be able to buy the 
import, although you'll need a special PAL- 
to-NTSC converter. 

Adam Siler from Atlanta (I), Texas has a 
bit of news tor Final Fantasy fans... 
Evidently Tetsuya Nomura, the new charac- 
ter designer lor FFVII . was a “Graphic 
Designer " in FF6. This seems very impor- 
tant j although I 'm not sure why), so do with 
it what you will. Also, sorry Adam, Enix 
USA ist kaputt, and you will never, ever play 
Dragon Warrior vl in English. Aut 
Wiedersehen, meine Postleser! 




WE BUV 
SELL AND 
TRADE NEW 
& USEI 
GAMES. 




SEND TRADES 
TO: 

138 BRIDLE TRL. 
YOUNGSVILLE 
N.C. 27596 


SNESi 


UPGRADE TO A NEW SYSTEM TRADE IN YOUR OLD ONE TODAY! 


ON 919 - 562-0509 

SEGA GENESIS MX 919 - 562-0242 

FATBOY VIDEO BUY / SELL /TRADE POLICY: We warranty our games to O days (rom purchase. Prices and a liability are subject to change withe t notice We have the right to refuse ar sale, buyback or 
trade. Merchandise r ,st arrive in satisfactory condition or v be setback at owners / senders e - :iense. Price quotes and autli n are o y good (or 10 days. Fatboy Video t -rot responsible for safe receipt of you imes & systems. 
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Pilatwings E4,^ a game with end- 
w/tiL^ wait whon you can hax/G tho 

Each l\IE4 package comes with Super Mario 64 and 
Pilatwings 64, 1 controller and an AC adaptor 
[SIMES AV cables are compatible ]. Prices vary according 
to availability ( call for the latest pricing] . 

Separate controllers available in assarted colors 
@ $ 44. S3 each. Memory cards available @ SE4.99 each. 
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INTERVIEW 
WITH RARE! 

PULL OUT 
COMMAND SHEET 
COMPLETE 
MOVE LIST 
COMBOS 
STRATEGIES 
NO MERCYS 
ULT1 MATES , 


Credit Card Orders 

Call Toll Free 1-800-609-3267 


GAMEFAN BOOKS SPECIAL EDITION ORDER FORM 


Name 


Address 

City State Zip 

Make checks (US funds) payable to: GameFan. 
LiilJ 5137 Clareton Drive, Suite 210, Agoura Hills, CA 91301. 


Killer Instinct 2 

@$8.95 

..$ 

Night Warriors 

@$8.95 

..$ 

Darkstalkers 

... @ $8.95 

..$ 

Shipping & Handling 

.... @ $1.50 ea... 

.$ 

(Foreign add S3 ea.) 

TOTAL 

$ 













What? 

No Hermie in the OS logo this 
month? (Man, for a dude who 
gets around as much as the 
capricious young Mr. 
Hopperhead, you'd think he 
would've made it to the States 
by now...) Oh, well, on to 
Other Stuff: 


CAPCOM - TRY NEXT 

First covered in Other Stuff was 
the upcoming SNES release of 
Street Fighter Alpha 2. Now 
we are hearing that it will be 
released by none other than 
(what's this?) Nintendo. Yup, 
word is, Capcom and Nintendo 
are working out a deal whereby 
the SNES version of SFA2 will 
precede the PlayStation and 
Saturn versions by six weeks or 
more. If this turns out to be 
true, the PS and SS releases 
would have to be delayed 
(bummer). By the time you 
read this. Capcom and 
Nintendo will have sorted it all 
out, or not. (Boy, will I feel stu- 
pid if you're playing a 
PlayStation copy of SFA2 as you 
read this...) 

SNES Alpha 2 is tentatively 
scheduled for a September or 
October release, and will retail 
in the area of sixty bucks. It 
should be playable on 
Catapult’s X-Band Modem 
within a couple of weeks after it 
hits retail shelves. 

More Capcom news in the 
Nintendo part of Other Stuff 
below... 

I WANT MY M2! 

It looks like the M2 may be a 
ways off... (BIG bummer, but 
hey, it's Matsushita. Keep the 
faith.). Newly announced 
release dates: Japan, summer 
of '97; U.S.A., September of 
'97. The planned retail price 
hasn't changed, though - still 
somewhere between $299 and 


$399. For our European read- 
ers, M2 may not make it your 
way till early 1998. 

According to inside sources 
(I love that phrase!), the M2's 
development system is being 
developed by Cy Q, who put 
together Sony’s development 
system for the PlayStation. (I 
wonder who makes develop- 
ment systems for the develop- 
ment system developers?) The 
aforementioned "inside 
sources" have also said that the 
M2 is "easily" the most power- 
ful game system ever, and that 
conversions of Model 3 games 
would require little, if any, 
reprogramming. 

Sounds good, guys, but I 
gotta tell you: After playing 
Crash Bandicoot, NiCHTS, and 
Mario 64 ( "Coffee! Where 's my 
coffee? 1 19 stars. Baby!! I 
can't sleep yet!"), Matsushita's 
got their work cut out for them. 
Gamers anxiously await the 
M2... 


SEGA STUFF 

There are still rumblings going 
on in Japan regarding Sega and 
M2. More on that if and when 
it develops. 

Now, here's some concrete 
Sega news: Virtua Fighter 3 will 
make its U.S. debut at this 
year's AMOA show in Dallas. 
Texas this September. VF3 for 
the Saturn is being developed 
concurrently, but probably 
won't be hitting the stores until 
mid to late 1997. 

fapcom is supposedly devel- 
oping Resident Evil for the 
Saturn, as well as (possibly) an 
arcade-classics-type game, in 
the same vein as Namco 
Museum and Williams ' Arcade 
Greatest Hits. No word on 
titles yet, but imagine having 
Final Fight, Strider, Ghouls and 
Ghosts, and 1941 all on one 
CD! 


NINTENDO - WE WANT MORE! 

Well, it’s official. The Nintendo 
64's the fastest-selling game 
system ever. In Japan, it sold 

300.000 units - the first day! 
Within 5 days, over a half mil- 
lion units sold. That number 
would be much higher if more 
were available, though: Right 
now, Nintendo has about 

1 50.000 pre-orders, and that 
number keeps on rising. 


Doom 64 has been delayed 
until April 1997. Williams told 
us that the additional time will 
be used to ensure Doom 64's 
status as the best Doom ever. 
Increasing its size from 64 to 
96 megs - which isn’t definite 
yet - would give the gamer 
more levels, more weapons, 
and possibly even some nifty 
new special effects, or (heh, 
heh...) more blood 'n' guts! 

HudsonSoft has become an 
N64 third party. The first two 
games they’ve announced will 
be based on a couple of their 
PC Engine games: Bomberman 
64. which will feature four-play- 
er mode and all-new pre-ren- 
dered graphics, and Power 
League 64, a sequel to the 
ever-popular (in Japan) Power 
League series. Another game 
that we've heard talk of (no 
announcement, though), is 
Super Star Soldier 64, to be 
released Stateside as GunHead 
64. Nothing further is known 
about this title, but our ears are 
pasted to the phones. 

Namco's first three N64 
games are rumored to be: Tales 
of Phantasia 64 (for the 64DD), 
a new version of Rave Racer (64 
megs), and an all new fighting 
game from the team who did 
Tekken and Tekken 2 (64 or, 
possibly 96 megs). At this 
point, all three are scheduled 
for a 1 997 release, but word is, 
Rave Racer may be out before 
the end of the year. 

Konami's announced their 
first five titles as well, for the 
new Nintendo powerhouse. 
Baseball 64, Golf 64. Soccer 64, 
Mahjong 64. and Legend of the 
Mystical Ninja 64. (What's with 
all the "64"s?) All of these are 
scheduled for release in '97. 
There's also rumors flying con- 
cerning Castlevania and Contra, 
but there is nothing definite as 
of yet. The gaming world 
would kill for 64 bit versions of 
these two titles. 

Capcom is keeping mum 
about their upcoming N64 
titles, although recently, while 
talking to some friends at 
Capcom, we were told that 
nothing will be shown concern- 
ing their new titles until the 
upcoming Shoshinkai in japan 
this November. Rumor has it, 
though, that a Resident Evil 
type of game is in the works. 


along with Street Fighter 3 for 
the N64, and a possible 96 
meg Street Fighter Alpha I & 2 
combo cartridge. Sounds too 
good to be true, I know, but 
that little tidbit came from 
someone close to Capcom. so 
I've got my fingers crossed. As 
they say, I'd rather be an opti- 
mist and a fool, than a pes- 
simist and right... 

Following in the wake of the 
Namco/Sony deal, Seta and 
Nintendo have signed a deal 
allowing Seta to use the N64 
hardware for their future arcade 
games. No word yet on what 
those games will be. 

Tecmo has stated that their 
first N64 title will be similar (as 
far as gameplay) to their Model 
2 fighting game Dead or Alive, 
and will run in real-time 3D. By 
the time you read this, they'll 
probably have made an 
announcement concerning this. 

And lastly (is that even a 
word?), contrary to last month's 
report, F-Zero 2 will be an all- 
new game with no relation to 
Wave Race. Miyamoto's start- 
ing from scratch and taking F- 
Zero out of the water. 

In other (than Nintendo) 
news, rumors of a cartridge 
upgrade for the Sony 
PlayStation have now been con- 
firmed. Not a memory 
upgrade but an actual hardware 
application. We'll have further 
details next month. All I can 
say right now is... Tekken 3. 

And now for something 
totally different... Anyone 
remember Moonwalker? Well, 
we hear Mike's back at it, 
developing another Sega 
arcade title which would no 
doubt make its way on to the 
Saturn. No word yet on what 
this mysterious game might be 
but rumor has it that it's some- 
how connected with the new 
MJ video from Stan Winston 
Studios. 

And that about wraps it up 
for September. Weird, most of 
this info. We'll be online 
tomorrow (June 8th) so by the 
time you read this it'll be all 
crusty and moldy. Sorry bout 
that. 

You can check out GF online 
at (http://www.gamefan.com) 
for the latest and greatest 
news and information daily. 
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Impart and American 


Playstation 
and- Saturn 

Now you can buy at the lowest 
unbeatable prices. Think of it! 

Saving $10, $20 or more on 

each and every game you^buy. 

UniverselideO’Games 

Light Vests Rhead Of The Competition With Dm To Earth Prices 


PlayStation 


Tekken 2 
Sailormoon S 
Tohshinden 2 
King Fighters '95 


DBZ Legends 
Motortoon 2 
Namco Vol. 3 
Skeleton Warriors 


Free Universe Spring Adapter 
with purchase of any PS 
Software. Play any PS Game on 
any FS System 

Tobal No. 1 
Macross VFX 
Showdown 3 
Advanced V.G. 


★ 

★ 


•S^SBGA^AnjRN 

Ultimate MK3 DBZ Legends Dark Savior 

Nights Bomberman Fatal Fury 3 

Albert Odyssey Story of Thor Lunar 


* Guaranteed * 

Lowest Unbeatable Prices In The Universe 

On All Import Games, Systems And Accessories. 


24 HOUR VIDEO GAME HOTLINE 

Call now for the hottest titles 
919-872-2440 


^ ^ Mastercard, VISA and COD accepted 

Instant cash for select systems and games.* 

* Nintendo 64, Playstation, Saturn, PC CD ROM, 
NEO»GEO CD, Jaguar, SFD, Animation, MD, Game Music, 
* Wallscrolls, Toys, PC Engine 

Overnight delivery. Call today. Play tomorrow. 
Monday-Saturday 10:00 am-7:00 pm E.S.T 


91 9-872-2440 FAX 91 9-872-6701 
Dealer and Wholesale Inquiries Welcome. 


All rights reserved for all parties mentioned. We reserve the right to ★ 
refuse any sale, trade or purchase. Games are subject to availability. 


Send us your old games 

Receive a check back or purchase other titles of your choice - Prices in this ad are good thru 9/30/96 
Complete catalog by E-Mail: BREINFO@VALLEYNET.COM 
Visit our World Wide Web Homepage - http://www.cybergate.com/-bre 
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0 ALIEN VS PflEO*._ . 

, ... ur..?s 

0 BASSMS BUCK BASS 095(2500 
0 BATMAN 1 ROBIN SW1000 
0 BWASIBUTTHEM) 


Trade in your old 
systems and games for: 

Nintendo 64 













OMING AUGUST 


DRAGON BALL Z LEGEND $69 


FATAL FURY III $69 


KING OF FIGHTER 95 $69 


SATURN™ GAMES ON YOU I 
SEGA SATURN™ SYSTEM. 
BUY UNIVERSAL 
ADAPTOR & GET 












COMING AUGUST 


PlayStation 


SONY PLAYSTATION 
SYSTEM also can play 
JAPANESE GAME 


PLflYSTHTI ON™ IMPORT 


PLRVSTRTI ON 


rTIL'Lij.'I.MiU . > 


MAIL ORDER DIVISION 


FOR DEALER & LilHOLESRLE 


TEL:81 8-839-8759 OR FAX.81 8 - 839-8751 

eMail: tommogames@aol.com INTERNATIONAL FAX:81 8-839-8752 









FOR DERLER & 
LUHOLESRLE 

TEL:81 8-839-8759 OR 
FAX:81 8-839-8751 


NOW. YOU CAN PLAY 
IMPORT SATURN™ GAMES 
ON YOUR SEGA SATURN™ 
SYSTEM. BUY UNIVERSAL 
ADAPTOR & GET 


MAIL ORDER DIVISION 


TO ORDER CALL 818-839-8755 
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FREE EXCHANGE TITLES 

(That's right... save your money by calling today) 




..AND Join the Game Station Exthange dab 


- Ef Exchange 10 Titles Free! (Up to 2 

** Titles Per Month) 

" [?f 10% Off For Each Title You Buy 


From Game Station 


[ Free Tips & Tricks Provided by Club 
Web page 

0 Newest Game Release Information 
0^ First Priority of Exchange Games 


Hwr litai Siftigs is $328! 



3 Decathalon 
3D Baseball 
Blazing Dragons 
Bogey Dead 6 

Creature Shock 
Criticom 
Dark Net 
Dark Stalkers 
Die Hard Trilogy 
Earthworm Jim 2 
Fill Aardvark 
Football '36 
VR Golf '96 
Warhawk 


G Police 
Gundam 
Hive, The 
Impact Racing 
In the Hunt 
Krazy Ivan 
Magic Carpet 
MK3 

MVP Baseball 
Resident Evil 
Star Blade Alpha 
Toshinden 2 
Thunderstrike 2 
Tokyo Highway Battle 
Top GumFire at Will 
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Sega Saturn" 
Available 
Titles 

Call for More 




11th Hour 

Arcade Racer by Sega 
Baku Baku 
Brain Dead 13 
Blazing Dragons 
Dark Net 

Dungeons & Dragons 
F-1 

Football ’96 
MVP Baseball 
Major Damage 
Need For Speed 
Street Fighter Alpha 
Skeleton Warriors 
Center Ring Boxing 


Night Warriors 
Panzer Dragoon 2 
Road Rash 

Sega RallyChampionship 
Three Dirty Dwarves 
Virtual Open Tennis 
Virtue Fighter 2 
Virtua Cop 
Black Fire 
Shinobi Legions 
Storm 

Devil Summoner 
Mystaria 
NBA Jam TE 
Quarterback Attack '96 


CALL NOW 1-81 8-588-2758 

FAX 1-818-570-1 150 
http://www.hooked.net/users/gamest 


Game Station Inc. 

P.O. Box 7270 
Alhambra, CA 91802 
Email:gamest@hooked.net 




For S&H charges add $6. CA residents add 8.25% sales tax. For faster service, use your credit card. Personal checks please allow 3 
weeks to clear. Most orders shipped 2 day air. we reserve the right to refuse any sales, trade, or purchase. All sales final. Sega™ and Sega 
Saturn ™ are registered trademarks of Sega Enterprises, LTD. All rights reserved. PlayStation and the PlayStation logo are trademarks of 
Sony Computers Entertainment, Inc. 



REDMOND 

CABLE 




15331 NE 90th Street, Redmond, WA 98052 

AS K ABOUT THE SONY PS KGB CABLE! 


Untap the potential of your video game graphics 
with an RGB cable: 

• Brilliant color 

• Smooth graphics 

• Awesome sound 
NES, SNES, SEGA GENESIS, 

SEGA SATURN, NEO»GEO 
Ask about cables for the latest 64-bit game sys- 
tems to hit the market. 

West Coast Phone: (206) 882-2009 
Fax: (206) 883-1430 
East Coast Phone: (423) 478-5760 
THE "WEIRD CABLE" COMPANY Fax: (423) 472-3647 






PLAYSTATION 

31936 PSX Core System S210 
10289 Playstation PSX 

w/RIHge Racer $240 


31 509 ASCII Joystick $45 

33289 Arcade Style 
Steering Wheel $62 

33290 Memory Card ♦ $45 

29828 Multi-Tap $50 

33164 PSX Controller S26 
31550 3 Decathlon $53 
3155630 Baseball $52 

29850 30 Got! $46 

29877 Alien Trilogy $51 
33954 Beyond The 

Beyond $51 

31280 Big Bass World 

Championship $52 
29887 Bramdead 13 $51 

29844 Casper S47 

33211 Chronicles Of 

The Sword $51 

33300 D $51 

29895 Death Race Call 
34509 Ole Hard Trilogy SSI 
31254 Doom $54 

3271 5 Fade To Black $53 
29836 Hardball 5 $51 

33214 Hyper 3-0 Pinball $45 
10816 Kileak $36 

33172 King's Field $51 
32713 Loaded $52 

33946 MLB Pennant 

Race $51 

34512 MVP Baseball ■96 $52 
29834 Mortal Kombat 2 $48 
31268 Myst S51 

33225 NBA Live ‘96 $53 

31561 NFL Gamo Day $47 
29865 NFL OB Club '96 S51 


34290 NHL Powerplay '96S52 
33183 Need For Speed S53 
34945 Olympic Summer 


Games 1996 $51 

29855 Parodlus S45 

33947 Power Soccer $51 

10932 Powerslave $48 

29689 Protect: Overkill $45 

10819 Razorwing $51 

31285 Resident Evil $52 

31913 Road Rash S53 

34942 Robo Pit $45 

34938 Shadoan $51 

33182 Shredfest Call 

10922 Silverload $52 

31275 Slayer (ADftD) S52 

10927 Space Hulk $49 


3DO 


10712 300 Panasonic 

w/Gex $189 

10873 3DO DVM $175 

10456 3 DO Goldstar 

w/2 Games SI 99 
30879 Gldstr. Controller $32 

34595 Game Guru $35 

10042 Pansnc. Controller S38 
10461 11th Hour $52 

28864 Blade Force $53 

28835 Braindead 13 $51 

32559 Cannon Fodder S35 

28844 Casper S52 

31605 Cyberdillo S51 

31612 O $58 

31618 Deadly Skies S52 

31608 Doom 2 Call 

10183 Dragon Lore $48 

28874 Dragon's Lair 2 S51 

31613 Foes Of All S53 

10259 Gex $52 

10263 Hell $45 

28939 Horde. The $52 

28845 Isis $51 

32562 Jeopardy! $45 

28863 Kingdom Of The 

Far Reaches $46 

33549 Lucienne's Quest S43 

28873 McKenzie & 

Company $51 

10264 Myst $47 

10266 Need For Speed $48 

28949 Off World 

Interceptor $52 

33968 Onside Soccer S48 

31603 PO'od $53 

28907 Rebel Assult $48 

10267 Road Rash $58 

28830 Robinson's 

Requiem $51 

3161 7 Shockwave 2 $52 

28961 Slayer (AD&D) S34 

33203 Snow Job S53 

28832 Space Ace $51 

28860 Space Hulk S48 

28962 Star Control 2 $33 

28904 Stnker '96 $45 

28923 Theme Park $52 

31604 Theo The 

Dinosaur $46 

33909 Ultimate MK3 $51 

31606 Varuna's Forces $52 

28842 Waterworid $52 

33550 Wing Cmndr. 4 $56 

32561 Wheel Of Fortune $42 


SATURN 

10290 Saturn Core Unit $254 
31531 Saturn 

w/Virtua Fighter $299 


31505 Arcade Racer $65 
33281 Memory Card * S40 
31535 Mission Sbck $65 
31532 Saturn Controller $35 
33285 Stunner S47 
29816 4 X 4 Gears 

■n' Guts $51 
29780 Allen Trilogy $51 
29796 Alone In The Dark S51 
33939 Armed $51 
29799 Blazing Dragons $52 
29798 Braindead 13 $51 
29808 Casper $38 


29809 Creature Shock S54 

31469 Destruction Derby $52 

10908 Dragon's Lair 2 $51 

33193 Earthworm Jim 2 $48 
31311 F-1 S48 

29778 Fox Hunt $53 

29794 Gex S52 

31467 Golden Axe 2 S40 

34929 Gun Griffon $46 
32537 Hail S47 

33619 In The Hunt S45 
31464 Iron Rain $46 

33239 Iron Storm S54 

33525 Last Bounty 

Hunter Can 

31484 Legend Of Thor $58 

33195 Loaded $52 

29813 MLBPA: Bottom 

Of The Ninth $45 
29768 Maximum Surge $52 

31470 Megaml Tense. S52 
34925 Microprose 

Football Call 

29744 Mortal Kombat 2 $44 
10948 Myst $61 

29804 NFL 08 Club 96 $52 
29818 Night Warriors $51 
34928 Olympic Soccer $51 
34923 Olympic Summer 

33196 P.T.O. 2 $58 

29751 Prize Fighter $48 
32548 Project Space S47 
33244 Road Rash $53 

29795 Sega Rally $52 

31461 Shining Wisdom S54 

31471 Slam n Jam 96 $45 

31327 Theme Park $52 
33532 Three Dirty 

Dwarves $45 


SNES 

10706 SNES Core Unit S99 
10700 SNES w/K. Griffy SI 30 


10013 Control Pad $21 

31573 Game Genie S41 

32720 Per4mer Steering 

Wheel $70 

28734 1996 Olympic 

Summer Games $58 

28245 Aorobiz 

Supersonic $52 

28416 Alien 3 $30 

28448 Bass Masters 

Classic '96 $58 

10337 Brett Hull 

Hockey '95 $53 

10411 Carrier Aces $51 
28465 Chavez Boxing 2 S59 

28145 Chrono Trigger $68 

10379 Dirt Trax FX $65 

10204 Donkey Kong 

Country $82 

28242 Donkey Kong 

Country 2 $61 

10265 Doom $66 

34086 Double Dragon 5 $49 
10250 ESPN National 

Hockey Night $57 
28499 ESPN Sunday 

Night Football $57 
28492 Earthworm Jim 2 $59 
10247 FIFA International 

Soccer S44 

31379 Incantation $51 

28236 Int'l Superstar 

Soccer 2 $47 

28608 Jimmy Houston's 

Bass Tournament $60 
31900 J. Madden NFL '96 $56 
281 50 Judge Dredd $59 
28344 Ken Gritley Jr. 

Winning Run $61 

28166 Killer Instinct $66 

31392 Lobo $56 

28572 Lord Of The Rings $39 
28574 Lufia S57 

34921 Lufia 2 S65 

31398 Marvel Super 

Heroes $53 

28446 Mohawk & 

Headphone Jack $58 
31899 NBA Live '96 $56 

28167 Oscar $51 

28142 Realm $51 

10946 RovolutlomX S65 
28642 Robotrek $25 

28240 Secret Of 


GENESIS 


10702 Genesis Core Unit $99 
10020 6 Button 

Control Pad SI 5 

32600 ASCII SG6 

Fightor Stick S37 
29403 1996 Olympic 

Summer Games S52 
29430 6 In 1 Cartridge S45 
10514 Addams Family 

Values S45 

10482 Adventures Of 

Batman ft Robin $51 
10526 Bass Masters 

Classic $55 

10944 Batman Forever S62 
29229 Beavis ft Butthoad $47 
31289 College Football 

USA ‘96 S55 

10937 Comix Zone S54 
2931 1 Earthworm Jim 2 $59 
28078 Frank Thomas Big 

Hurt Baseball S62 
31522 Gargoyles $56 


31453 J. Madden NFL '96 S56 


10522 Kawasaki Super 

Bike Challenge S50 

29419 Liberty Or Death $44 

28106 Lobo $56 

33985 Man Overboard $25 

29436 Micro Machines S25 

33964 Micro Machines 2 S25 

28071 Mortal Kombat 3 S66 

34457 Muhammed All 

Boxing $29 

32530 NBA Live '96 S56 

28082 Nightmare Circus $51 

1 0308 Phantasy Star 4 $77 

29510 Pitfall: Mayan 

Adventure $60 

33986 Psycho Pinball S35 

34272 Real Monsters $54 

10945 Revolution X $59 

29567 Shining Force 2 S64 

29414 Spot Goes To 

Hollywood $52 

10498 Time Killers S55 

28095 Triple Play Gold $56 

28092 Vector Man S51 

28101 Waterworid S56 

10939 Weaponlord S58 

10306 Williams Arcade S48 

28038 World Series 

Baseball '96 $52 

29699 Zombies Ate My 

Neighbors $24 



#31324 
NBA Action 
$52.00 





MAKE YOUR OWN F0RM:INCLUDE:PR0DUCT #, DESCRIPTION & S & H CHARGES 

•All U.S. Orders Add $6 -U.S. Game Systems Add $20 

•All Foreign Orders Add $10 ‘Foreign Game Systems Call For Price! 

•All Checks And Money Orders Are Held For Two Weeks Due To Processing 
•Most Orders Shipped 2nd Day Air • Call For Overnight Shipping Information 
SEND ORDERS TO: CRAVE P0 BOX 26370, DEPT 522 ST. LOUIS PARK, MN 55426 
PHONE: (612) 942-9920 FAX: (612) 942-5341 EMAIL: CRAVE2RB@A0L.C0M 
OPEN M-SAT. 9-9, SUN. 10-7 • All Prices And Release Dates Are Subject To Change 


#33527 
Winning Post 
$50.00 


0-900-776-4468) 


SNES* SEGA* SEGA CD*3DO*SATURN*PSX*ONLY 99c A MINUTE 


HINTS HOTLINE 


#32698 

Top Gun: Fire At Will 
$52.00 


33188 Toshlnden 
31473 Ultimate Ml 
33100 Virtua Cop 
w/Stunner 


GAME GEAR 


For a hree 

CRAVE Catalog, 
Call Us At: 

(612) 942-9920 
Fax Us At: 

(612) 942-5341 
Or Email Us At: 
CRAVE2RB® 
AOL.COM 

CRAVE Will Meet Or 
Beat Any 

Competitor’s Prices! 
If You Don't See It.. 
We Can Get It! 


33948 Stike Point 

32697 Street Fighter 
Alpha 

29899 TNN Outdoor 
Bass '96 

34944 Tocmo World 
31577 Theme Park 

32698 Top Gun 


VdWWl 


31546 Toy Story $65 

31386 Yoshl's Island S62 

28786 Young Merlin $34 


CRAVE Now Buys And Sells 
Used Games & Systems! 


29134 Jeopardy! Sports 

Edition S33 

29117 J. Madden NFL '96 S34 

291 1 8 NHL Hockey '96 $35 

29169 Poker Face Paul's 

Black Jack $25 

29190 Side Pocket S35 

29055 Urban Strike $35 

33719 Virtua Fighter 

Animation $30 


33181 VR Golf 
29874 VR Hockey 
331 80 VR Pool 
34505 Williams Arcade 
31264 Wing Cmndr. 3 
32689 X-Com 
29884 X-Men:Children C 
The Atom 


We Now Carry Japanese Imports! 
Call For More Information. 


& — topgum — 


Division: Rockabilia, Inc. 


CALL FOR CURRENT WALKTHROUGHS FOR “RESIDENT EVIL” & "D’ 
LATEST CODES • BREAK-IN TRICKS • CHEATS 
HOTLINE UPDATED MONTHLY 

MUST BE 18 YEARS OF AGE OR HAVE PARENTS PERMISSION 
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GAME STRATEGIES AND ARCADE MAGAZINE 

IS COMING SOON! 

YOU CAN TAKE ADVANTAGE OF OUR 
LAUNCH SPECIAL AND 
SUBSCRIBE TODAY FOR JUST 14.39! 
A 37% SAVINGS. 

WE GUARANTEE SIX THICK. BURNING 
ISSUES FOR YOUR 15 BUCKS. 

MEGAFAN IS ALL NEW! 

•IN-DEPTH STRATEGIES 
ON THE BEST HOME 
CONSOLE AND ARCADE 
TITLES 

THE BEST TIPS AND 
TRICKS ON THE PLANET 
•EXTENSIVE IMPORT 
AND AMERICAN 
COVERAGE 
•PRINTED ON HIGH 
QUALITY PAPER 
WITH A POSTER IN 
EACH ISSUE 
•MONTHLY GIVEAWAYS 
•DEVELOPER’S INSIGHT 
AND BEHIND THE 

SCENES INFO. 

AND MUCH 

MORE! 


SAVE OVER $40! 

$ 0*99 

I 12 issues) 

1-888-GAMEFAN 

Please have your Visa or Mastercard ready. 

Canada and Mexico orders add $10.00 U.S. funds. Allow 0 to 8 
weeks lor your lirsl issue, CA residents add 8.25% sales lax 

GAMEFAN T SHIRTS - CALL IMOW! 

Be the first one on your block to own an official GameFan Gear T-shirt. 
These awesome shirts are silk-screened on heavy duty. 100% cotton. 


Subscribe To 
GAMEFAN 
for only... 

Send your check 
nr money order Id: 
GAMEFAN MAGAZINE 
PO BOX 469084 
ESCONDIDO, CA9204G-9084 
or call: 



You too can be large Posty T” Is the per- 
and In charge with feet attire lor all 

the "Mighty those tormal gaming 

Monltaur T" occasions. 

When ordering please specify Large or X-Large sizes. Add S3.00 S&H. 
Send check or money order to: Diehard GameFan Gear: 

5137 Clareton Drive, Suite #210, Agoura Hills. CA 91301, 

Allow 3-4 weeks lor delivery. 
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UNLOCK THE SECRETS OF SUPER MARIO 
64 IN OUR PREMIERE ISSUE! 
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ACCLAIM 
ACTIVISION 
BRE SOFTWARE 
CAPCOM 
CRAVE 

DIEHARD GAMERS CLUB 
FATBOY 

FOX INTERACTIVE 

GAMESTATION 

NINTENDO 

PLAYMATES 

REDMOND CABLE 

SEGA OF AMERICA 

TOMMO 

UNIVERSAL INTERACTIVE 
UNIVERSE VIDEO GAMES 
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